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Friends, Felines, Fang-toothed Fish! It's been 
too long, although I'm writing this introduction 
even before issue one has started to kick, time 
is not linear in the world of Talamander, as you'll 
discover this issue! 


So here we are again for another adventure 
where YOU are the character (all the heroes have 
been taken). When last we left, you had saved 
the world and were escaping the destruction of 
Fang Mountain, pursued by the surviving Raiders 
(sorry, should | have put a spoiler alert before 
that? I'm new to this editing lark. It's much easier 
coughing up fur balls and scratching posts). 


Where will your adventure take you this time? 
Read on and find out Cat Mage fans! 


Your pal, Zak 


IMPORTANT! 


You'll need to have played (and completed) issue one 
before attempting this issue. You will also need either 
AKILO or ALDON codewords (don't worry, you won't 
have got both). And finally, a copy of issue one to hand 
is recommended... 
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> A letter from your editor - 
t Zacharias the Cat Mage 
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HOW TO PLAY 


You will need two six-sided dice, a pencil and an 
eraser. 


Some of the rules have changed or been tweaked so 
make sure you have a read and familiarise yourself with 
them before starting. 


SKILLS 


As a frequent flyer with Talamander airlines, you'll 
already have your character saved from issue one 
— transfer your starting score and current score 
numbers across to the adventure sheet in this issue. 


The only change is your Health — starting score (and 
maximum possible) is now 16. However, due to fatigue, 
your Health at the beginning of this adventure is lower 
(enter 12 in your current score box). 
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Adventure 


Attack 
Health 
Agility 


starting 


LJ 
S ki | Is score current score 


Sheet - Issue 2 (download extra copies at www.talamander.com) 


Weapons 


(use only one at a time) 


(cannot exceed starting score) 


(cannot exceed starting score) 


Luck 


Perception 


Backpack 


(max 12 items) 


Face 


Reputation points 


Reputation points 


Coth ites 


is 


Neck 
Clothing 


Ring (left hand) 


(tick when earned — 
can you find them all?) 


Unspeakable horror 


|_| Geralt the wyrm 


Ring (left hand) 


_| Evil crustacean 


Ring (right hand) 


Ring (right hand) 


Family luck 


Save points 


(record section number in box) 


Survival! 
LT] 


day one 


Village defences 
Crab rider 


Stones (max. 10): 


Code words (P = permanent) 


Bestiary Friends of the Forest 


bonus 


fissueone | | Cai 
|__| ARGUS |_| ASCAN Water elemental 
| || ANDER | | ABOKE Geralt the wyrm 
|_| AFIRE (P) |] ADEAD Orc army 
ADRIK |_| ADORE |_| Centaur army 
|_| ALDON | | ATURN Parliament of Wood 
sat Oda |_| AKILO |__| ALIVE |_| Air elementals 
oe = AJARS = ABYEE 
JARING 
final battle 


issue two 


BAN 
BOLDE (P) |_| BLINK 

aga Panel 

|_| BADLY (P) [| BONDE 

| | BRAWL |_| BLURR (P) 

|_| BLESS E 

_| BASES ea 
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Remember, your skill scores will go up and down during 
your adventure. You can keep track of them in the 
current score box. 


Attack and Health cannot exceed their starting score. 
However, Agility, Luck and Perception can all go 
higher if you equip special items. 


COMBAT 


You're going to have to fight for your life during your 
adventure. 


Here's how a combat round works: 
1. Roll two dice and add to your Attack skill score. 


2. Roll two dice and add to your opponent's Attack 
skill score. 


3. The highest Attack total wins the round, and the 
loser reduces their Health by 2 points* (if both 
totals are the same, there's a clash of steel and no 
damage is taken on either side). 


4. back to step 1 and repeat until you or your 
opponent's health is reduced to zero. 


Combat is over when you or your opponent's health is 
reduced to zero. If that's you, bad luck, you're dead, 
start again. If it's your opponent — bravo, you've killed 
them, carry on. 


*there are exceptions, but 2 is the standard damage 
unless otherwise stated 


Combat damage 
Combat damage is shown in the weapon description. 


For example: sword (+2 damage) will do 2 damage, 
a rusty dagger (+1 damage) will do 1 damage, a 
dangerous sword (+4 damage) will do 4 damage etc. 


Enemies will always deliver 2 damage, unless stated 
otherwise. 


Critical strike - double damage 


A critical strike is made if you or your opponent win a 
combat round by rolling a double — the same number 
on both dice (for example, you roll two fives). In this 
instance, double the damage is inflicted. So, if the 
damage is normally 2, critical damage would be 4. 


THE REST OF YOUR 
ADVENTURE SHEET 


Weapons 


Any weapons you are wielding are added to the 
weapons section (you can only use one weapon at 
a time but can carry two). You cannot store extra 
weapons in your backpack. 


Outfit 


If you find or purchase any rings, necklaces or amulets 
you can wear them by adding them here (saving space 
in your backpack). Clothing may also play a significant 
part in your adventure, giving you bonuses or helping 
you through difficult situations. 


Backpack 


You can carry 12 items in your backpack. See 
Previously... for the items you can carry across from 
issue one. 


Hunting sling 


Your hunting sling now has its own slot on your 
adventure sheet. Move frayed hunting sling (no 
bonus) from your backpack to the special hunting 
sling section. If you find a better hunting sling, and | 
wish to keep your old one, you can store any spares in | 
your backpack. 


Reputation points 


Earn someone's respect and you'll get a point. At the 
end of the adventure, you'll get the opportunity to 
trade these in for a special reward. You can't carry over 
points to the next issue, so make sure you get as many 
as you can. 


Reputation points are specific to the characters you 
encounter, and you'll be asked to tick the relevant box 
on your adventure sheet when you earn that point. 


Family luck 


You've always been lucky, it's something you've 
inherited, and since your last adventure your 
understanding and mastery has increased! 


You now have 2 family luck points! Add these to the 
Family Luck box on your adventure sheet. 


You can use family luck when you are given the option 
to 'roll two dice. You can make your own choice without 
a dice roll or if you do roll two dice and get an outcome 
you don't like, you can use a family luck point to go 
back and automatically choose the other option. 
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Code words 


If something important happens, you might be asked to 
tick a code word on your adventure sheet. There are two 
different types of code word — standard and permanent. 


Having played issue one you'll have a list of code 
words already (maybe on your Talamander bookmark) 
— keep them! They'll come in handy — tick all the ones 
you have on your adventure sheet now. 


If you get a permanent code word, you won't be able 
to remove this, even if you go back to a previous save 
point with the same character (or your character dies 
and you start again with a different character). 


Save points 


Your character has a hard save at section 1 (and the 
start of every chapter) — you can make a copy of your 
adventure sheet and return to that point if you die. 


Remember to record the chapter paragraph number as 
a ‘save point' on your adventure sheet. 


You can also download a printable adventure sheet at 
www.talamander.com 


Bestiary bonus 


A special ability unlocked in issue one, giving you a +1 
Attack bonus for that combat only. If you have it, tick 
the box on your adventure sheet. Apply when you see 
‘Bestiary bonus applies: 


AND THE REST... 


Healing potions 


Use at any time except combat. Healing potions are 
stored in your backpack. 


Bonus sections 


This applies only to illustrations that relate to the 
paragraph you are reading — there may be a number 
hidden in plain sight within the drawing. If there is, turn 
to that number for a special section to be revealed. 
Pay special attention — it could mean the difference 
between life and death! 


Friends of the Forest 


You'll notice a new box for issue two — be one with the 
green and make some new friends. 


Previously... 


Your mother and sister are brutally murdered by 
Raiders and your home burned to the ground. By a 
miracle you survive and your search for revenge, and 
your missing father, takes you to Fang Mountain and 
the lair of the Raiders themselves. 


Forest of the Blood Witch EJ 


On finding your father you uncover a plot that could 
destroy the world. Facing off against the Raider's 
Leader, Zandok, brings about the partial destruction of 
the mountain and you barely escape with your life. 


Now, hunted by the surviving Raiders, you find yourself 
running through Fang Forest... 


Continuing your adventure from issue one 


Transfer your items across from your previous 
adventure sheet except for any of these (which you 
have had to discard for speed and survival): 


* Bedroll 

e Any spare clothing (if you have more than one 
outfit, pick the one you want to keep/wear and 
discard the rest) 

* any leather necklaces with a pointed tooth dangling 
from it — you'll have nothing more to do with these 
evil totems 


* conch shell 
e chainmail shirt 


* kriskina's or Sarina's vial 


e fang mountain map 
* rusty iron key 


Add these items to your adventure sheet 


From the various battles following your escape you've 
managed to scavenge: 


-+ a sword (+2 damage), healing potion 
(+4 health), healing potion (+6 health), and 
10 stones (with your hunting sling) 


You've also managed to scavenge some interesting 
items from your various encounters with the Raiders. To 
see what you've found, roll one six-sided die and take 
anything you wish from the items you find with that 
roll. If you're unhappy with your choice, you can use a 
family luck point to add or subtract one point from the 
number you rolled. 


1- healing potion (+2 health), 
sharp sword (+3 damage) 
2- healing potion (+4 health), 
curious leather jerkin (+1 perception) (*) 


3 - healing potion (+4 health), 
hunters sling (-1 sling dice rolls) 


4- healing potion (+3 health), 
ring of might 
(+1 attack — increase attack ‘starting score’ by 1) 


5- healing potion (+2 health), 
dangerous sword (+4 damage) 


6 - healing potion (+4 health), 
lightning leather armour 
(+1 attack — increase attack ‘starting score’ by 1)* 


* add to ‘clothing’ under ‘outfit’ on your adventure sheet 


Take a spare copy of your adventure sheet now, 
you might need it later. | 


Your adventure continues... 


Survival! 


1‘You must fight!’ 


1 


You've been running and fighting for days with barely 
any sleep or rest, tracked by the surviving Raiders and 
their Fang Hounds. Your only thought — survival. You 
are deep in the forest surrounding Fang Mountain, lost 
and without hope... 


Kerrackk! The dead branches splinter as you fall 
forward, scattering insects and rotting wood across the 
muddy path you now find yourself on. The Raider lands 
on top of you, the wind knocked out of him as he rolls 
to one side. 


You must fight! 
RAIDER SCOUT - Attack 8 - Health 8 


If you win, a swift search reveals a healing potion 
(+4 health) and 6 bronze coins, which you take. 


You've lost count of the number of skirmishes you've 
been in. You are deep in the forest and disorientated. 
Very little light makes it through the choking branches 
above and you are covered in small scratches from the 
path you've made through the brambles and bracken. 
This small game trail you now find yourself on is a 
welcome respite! 


To your right, you can hear a babbling stream and to 
your left, the path twists and winds into the distance. 


The horn sounds again and you look wildly behind you. 
They'll be on you in seconds. 


Will you run left along the game trail (turn to 18), push 
your way wildly through the undergrowth in front of 


you (turn to 57), or turn right towards the stream (turn 
to 234)? 


2 


You make it out of the long grass and back to a familiar 
game trail. Rough hands grab you and pull you behind 
a large oak tree. 


‘Well you've riled them up, that's for damn sure!’ 
Korvin says. 'Ivak should have got a good look at their 
numbers though, so, well done. | guess.’ 


Korvin draws his sword. ‘Come on, let's mop up these 
keen ones and get back to camp.’ 


Three Raiders come bounding through the grass and 
you draw your sword to meet them. Fight one at a 
time. Bestiary bonus applies. 


ANGRY RAIDER - Attack 7 - Health 7 
MOTTLED GOBLIN - Attack 6 - Health 5 
HOOF-FACE ORC - Attack 8 - Health 7 


If you win, turn to 71. 


3 


You tell Pip to keep running and peel off to the left 
before she can protest. With a few sharp blasts on 
your silver whistle, you lead the Raiders away from Pip 
and the Village. 


You soon reach a small stream and carefully hop over 
a fallen tree to the other side. You use your whistle 
once more and set off at a pace towards a break in the 
trees. 


Roll two dice. If you roll equal or under your 
Perception turn to 34, if it's over, turn to 181. 


4 


If you had time to think about what you were about 
to do, you'd hesitate, and all would be lost, but in the 
moment, you keep running. One step, two...you're at 
the cliff edge. You leap! 


Time seems to stand still. Behind you, Skarn, oblivious 
to the fatal drop, powers on, arms outstretched 
towards you. Fingers futilely grasping for you, 
desperate to crush the life from your body. His weight 
and momentum take him first and he falls, realisation 
dawning on his face as the ground is suddenly a long 
way beneath him. 


But what of you. 


An explosion from the cliff edge and a giant wyrm 
bursts through the rock, startling a pack of Speargulls. 
You land heavily on its back and grab on for grim 
death. 


You hear a large splintering crash from below and 
realise Skarn has reached the ground, the trees 
unwilling to break his fall. The wyrm raises her head 
and turns around. She emits a strange purring noise 
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and slowly rises to the top of the cliff where you 
gratefully hop off. 


‘You are brave to trust, friend. And wise.’ Briar's voice 
echoes in your head. The wyrm continues purring and 
slowly retreats into the cliff, leaving you alone. 


Make a note of the code word BLINK and add Briar 
and Geralt the Wyrm as Friends of the Forest. 


Turn to 31. 


5 


lvak tosses you some stale bread which you devour 
greedily. Restore +2 Health. 


Korvin raises a hand and both he and Ivak crouch 
down. You do the same. 


‘The smoke is coming from a clearing a mile north. 
There's a big Raider camp and | can smell a lot of 
orcs...' lvak sniffs, '...and some very large trolls.’ 


Do you have the code word BRAWL? If you do, turn 
to 241, otherwise turn to 58. 


6 


A clarity you've never experienced before assaults 
your senses. Every blade of grass, every insect buzzing 
overhead and the trees themselves — all alive and 
connected. All so clear. 


Somehow in this moment you know you can shape 
time, stop it, rewind it, or even displace it. And you 
know exactly what you must do. Your friends will not 
have died in vain. You will find this Blood Witch and 
destroy the Raiders once and for all. 


Time slows and you see the axe descending. Pouring 
the last ounce of strength you have into that one 
thought, you watch as the Raiders fade away, a look 
of surprise on their faces. Except they're not fading 
away, you are! And now you're somewhere else. A 
large natural cavern, deep underground? Glowing moss 
hangs from up high as unnatural light dances in front 
of your eyes. 


You hear a strange voice. 'Who the bloody ‘ell is that!?! 
Then everything goes dark. Turn to 81. 


7 


Wenna appears from the darkness above, suspended 
from life-giving vines as she slowly descends. 


‘Likes to make an entrance, this one! Burt says, but Alf 
quickly shushes him. 


Wenna glides towards you, the picture of composure 
and carries on as if nothing has happened. ‘Which 
brings me to your ancestors. A thousand years 

ago (give or take a century), when | first found 

myself trapped here, | did everything | could to try 
and escape. But to no avail. Gradually my power 
diminished, and so | put everything | had into survival 
and changing into what you see before you now. That 
was when | found the realms beyond these caves and 
merged with them. | tapped into the power outside 
reality and with that | was able to connect to our world 
once more!’ Wenna explains excitedly. 


‘| was still limited in what | could do, but | made 
contact with a few who had the sensitivity to listen 
and bestowed upon them a tiny part of the power | 
had discovered, in the vain hope they may someday 
find and rescue me. But Corle was always a step 
ahead. She found them and obliterated them all. What 
was | to do?’ Wenna takes a deep breath. 


‘Despair gripped me for centuries, but | came out of it 
eventually and kept trying, hoping beyond hope one of 
my disciples would slip under her gaze. Then one day, 
quite to my surprise, one did! He married, had children, 
and the power given was passed down. And kept being 


. passed down, a quirk of fate, or family luck, maybe?’ 


Wenna offers. 


Your father showed the most promise, or he did until 
you. | see what you've achieved, moving back and forth 
through time and space itself. Your body and mind 
improved by the experiences wrought on them. You are 
perfect! Together, we will perform the impossible and 
destroy Corle!' Wenna shouts triumphantly. Reaching 
down she gently lifts you up and you find you can 
stand. You wiggle your fingers and twist your neck until 
it clicks, you feel great! Restore your Health to 16 and 
your Family Luck to 2. ‘Come!’ Wenna says and glides 
into the gloom. 


Will you follow (turn to 229), or shout after her that 
the Raiders are your primary concern and must be 
stopped before they destroy the forest (turn to 41)? 


8 


You go and stand next to Ivak. 'Get back over there! 
When that bloody great troll gets here, we're going to 
need all his attention on you" lvak dismisses you and 
you reluctantly move back to your original position... 
Turn to 120. 


9 


‘Time and again Raiders violate our forest, no-one 
seems able to stop them. | have seen first-hand what 
they have done. Ancient trees ripped out for kindling 
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and weapons. Friends taken, never to be seen again,’ 
the voice pauses. 'I have seen the one who betrayed 
you...Taplin was it? He caught his leg on one of my 
thorns. Opened the skin and left memories behind.’ 


There's a rustling deep within the brambles and a small 
jar sealed with wax bobs towards you. 


‘Take this. When you're near him, it will glow,’ the voice 
continues. 'I am Briar. When you need me. | will stand 
with you.’ 

Add Briar’s jar to your backpack on your Adventure 
Sheet and make a note of the codeword BRAWL. 


With that, the brambles slowly part and a path 
appears, guiding you back into the forest. Standing, 
you thank your mysterious new friend and leave the 
safety of the circle. 


Add Briar as a Friend of the Forest on your Adventure 
Sheet. 

The forest is quiet here and the Raiders are nowhere 
to be seen. Making your way through the ancient 
trees, it's not long before you decide to stop for a rest 
against a large rock. 

Then your heart sinks as you once more hear the 
familiar sound of barking hounds and angry Raiders. 
You stand on wobbly legs and stumble down the trail. 
It's not long before you hear running water. 


Turn to 234. 
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10 ‘It appears to be a large flap of skin with a 
metal breastplate sticking out of it. 
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'I cannot thank you enough. Let me tell you, if Geralt 
here had eyes, they'd be bigger than her stomach. 


Unfortunately, she's eaten something disagreeable, and 
it's lodged somewhere down there.’ The orb motions 
down the wyrm's gullet. 'So. In you go. Thank you.’ Briar 
says. 

It takes you a moment to take in what Briar has said. 
‘She's very irritable, as you can imagine. So timing is 
everything.’ 

Taking a deep breath, you step inside the mouth of the 
wyrm. The orb follows, then floats past you, to light the 
way. It's soft underfoot and surprisingly humid. Trying 
not look at the half digested remains you put one foot 
in front of the other and hope you're doing the right 
thing, as you lightly bounce down the gullet of the 
creature. 


The tunnel (that's what you're telling yourself) starts 
to get smaller and you stoop to keep moving forward. 
Just when you think this is an elaborate trap, the orb 
stops at a fleshy barrier. It appears to be a large flap 
of skin blocking your path with a metal breastplate 
sticking out of it. 


‘Please, my friend. Help Geralt.' 
You grip the breastplate and pull. 


Roll two dice. If you roll equal or under your 
Perception, turn to 16. If it's over, turn to 185. 


TT 


'Oh this is no good, Burt. The one person who could 
'ear us is dead!' 


Turn to 250. 


12 


You look around and spy what you're after — a patch of 
brambles. Without hesitation you prick your finger and 
a single drop of blood lands on a leaf. 


Did you do this before? Realities crash together and a 
memory of summoning Briar this way comes into your 
mind. A creature you've never met. Or have you? You 
don't question it. Wherever the idea came from, you 
welcome it. 


The brambles quiver and slowly a flower blossoms in 
its centre, growing into the face of a young girl. 


'Hello. Are you my friend?’ Briar says. You smile broadly, 
a feeling of comfort and familiarity spreads through 
your body. A friend, from another life? Yes, you tell 
Briar you are a friend. Then we have work to do, 
expelling the Raiders from our forest.’ 


Add Briar as a Friend of the Forest on your adventure 
sheet. 


'So, we have Briar, the orcs and the centaurs on our 
side,’ Brin says. 


‘Don't forget the water elemental, Adam will have her 
back to camp before you know it.’ Mungo exclaims. 'Do 
we have enough?’ 
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‘Perhaps it's my turn to help,' says Simep, silent until 
now. Turn to 38. 
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13 ‘You look up at the shelf with the two 
unassuming stones... 


INN 


13 


You land on soft earth, you're back in the cave, you did 
it! Add orc army and centaur army as a Friend of the 
Forest on your adventure sheet. 


'I don't believe it, Alf, ‘e's only gone and done it!" Burt 
cries. 


Alf, we're alone. Do you think we should tell 'im now?! 
Alf says quietly. 


You look up at the shelf with the two unassuming 
stones and wait for them to continue. 


‘You're stuck in a time loop. Blimey, we're all stuck in 

a time loop. Of your making! You're going round and 
around, getting killed, ending up here, going back in 
time, rescuing orcs and centaurs... then Corle finds out 
what you're doing and attacks the cave, killing Wenna, 
but not before she sends you back in time with the 
last of her strength. The process isn't perfect, and it 
scrambles your memory, which is why we've had this 
conversation 36 times already! Burt explains. 


'37 Burt.' Alf corrects him. 


You keep staring at the stones, trying to comprehend 
what they've told you. 


‘Well, say something!’ Burt says to you. 


Will you ask them how they remember, but no-one else 
does (turn to 143), ask them how to break the cycle 
(turn to 55), or ignore them and find Wenna (turn to 
204)? 


14 


You cough but no-one notices so you try and get the 
attention of a nearby tree, but it ignores you. Mungo 
puts two fingers in his mouth and whistles. Everything 
goes still and the trees look at you. 


'Go on then! Mungo whispers in your ear. 


Will you tell them about the danger from the Raiders 
(turn to 92), tell them what you've seen in the future 
(turn to 211), or appeal to their better nature for help 
(turn to 48)? 


15 


Wiping your sword on the leather armour of the one- 
eyed Raider you turn and survey the carnage. Adam 
and Ivak are both dead, a giant crab scuttling across 
their bodies as it moves towards Pip who is valiantly 
trying to hold it off with her crossbow. All the while a 
crazed lizardman laughs manically as it sits atop the 
crab, pulling on its reins, trying to turn it this way and 
that to no avail. The crab is dancing to its own tune as 
it revels in a blood frenzy. 


Simep stands next to a badly wounded Korvin. Her 
spells of defence desperately trying to protect him as 
scores of Raiders jump into the clearing. 


A claw fastens itself to your shoulder and wrenches 
you into the air. You are in the grip of a Roc, a giant 
bird of prey, which beats its wings in an effort to get 
higher. 


Will you use your free arm to stab the bird (turn to 73), 
grab hold of the Roc's legs so it can't drop you (turn to 
243), or try and prise the claw off your shoulder (turn 
to 202)? 


16 


You gently tease the piece of armour out. A few times 
you stop to avoid a jagged edge cutting the poor beast 
and in no time at all, the breastplate is free. A soft 
purring emanates through the wyrm and you sense the 
creatures relief. 


‘Oh well done! You did it! Geralt is so pleased. Well, 
you can hear, can't you?’ 


You sense movement and steady both feet to stop 
yourself from falling. 


‘You'll be out in no time, Geralt is making her way 

to higher ground" you hear Briar chuckle then the 

orb goes dark. A moment of panic, have you been 
abandoned? Then a blast of air from outside, the 
creature has taken a deep breath and then you are 
flying forward, expelled back the way you came at 
great speed. You fly out of the creature's maw and land 
in soft grass. Outside! Sunshine! You're alive! 


The wyrm bows her head to you, then slowly 
withdraws, back into the hole in the ground she came 
out of. Add Geralt the Wyrm to the Friend of the 
Forest box on your Adventure Sheet. 
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You're back in the forest. A chorus of birds chirp merrily 
in a tree overhead, unfazed by what just happened. 
You look down and see the orb at your feet. It starts to 
glow once more and rises to meet your gaze. 


‘Follow the path due north, you'll be back at the village 
in no time. And when you need us, give your life blood 
to one of my blooms.’ Briar's voice echoes in your 

head and for a final time the light and orb fade and 
disappear, leaving you alone. 


You scratch your chin. Was that it? Suddenly the 
ground shakes and the wyrm appears once more, she 
rears her head then spits something out. Something 
large, which lands at your feet with a splott! Then the 
wyrm retreats once more. 


A skeleton wrapped in a ramshackle collection of rusty 
armour and the remains of a ponytail attached to 

its skull. You've found Taplin. The dented and rusted 
breastplate in your hands matches the armour. It seems 
even in death; Taplin was giving people indigestion. 


There's something underneath him though. Turning 
the body over you discover a sword shaped bundle 
wrapped in leather. Unwrapping the package, you find 
a preserved ornate sword with a green jewelled hilt. 
The blade itself is perfectly balanced and very sharp! 
If you decide to take it, in your weapon slot add 
Ornate Sword (+4 damage). A valuable find! 


You think of Dran and sigh wearily. Both his betrayers 
are now dead. Make a note of the code word BASES. 


Tiny brambles sprout from the earth, and you know 
that Briar is helping you once more. Following them 
north, you make your way back to the village. Add 1 
Reputation Point to your Adventure Sheet (tick the 
Geralt the Wyrm box) and turn to 139. 


17 


‘Good luck,' says Brin. ‘I'll be here when you get back 
and we'll talk more.’ 


You make your way over to Pip, who waves as you 
approach. She frowns as you get closer. When you 
were in Fang Mountain, did you fight in the arena? If 
you did, turn to 125, otherwise read on... 


‘Sorry, you looked familiar. You must get that a lot.’ Pip 
says. ‘Shall we go? I've got a route planned and some 
new notches I'd like to add to Betsy here,’ she pats her 
crossbow. Turn to 144. 


18 


You take swift steps along the trail, ducking 
occasionally under low hanging branches. A sudden 
crash from behind signals the hounds have found the 
path and are once again following your scent. 


Will you stand your ground and fight (turn to 26), or 
keep running (turn to 40)? 


19 


The sharp stone embeds itself into the neck of the elf. 
You see a look of surprise in her eyes and then it's all 
over as she crumples into a heap, dead. 


A quick search of the elf reveals a broken wand (which 
you discard) and a large healing potion (+8 
Health). 


The distant cries from the village ring in your ears and 
you race back. Turn to 216. 


20 


Your only hope is your Family Luck, but you've never 
consciously used it like this, is it even possible? These 
thoughts happen in a split second as the axe descends 
and then slows. Something is happening, your every 
thought willing the axe to move aside. And then it 
does! Crashing into the earth next to you head. 


‘Why did you do that?’ one Raider exclaims and pushes 
the bemused axe wielder to one side. 'My turn!’ he 
grins. 

You watch, helpless as the sword strikes. This one 
doesn't miss. 


Your adventure ends here... 


21 


You sidle over to Korvin. ‘What are you playing at? 
Didn't we discuss this?’ you look blankly at him. ‘Well, 
we shouldn't have to discuss this! Classic pincer 
movement. Now go! Korvin pushes you away and you 
reluctantly move back to your original position... Turn 
to 120. 


22 


You spin around catching your mystery attacker off- 
guard. 


Roll two dice. If you roll equal or under your Agility 
turn to 91, if it's over, turn to 238. 
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The only choice. Come, let us begin our work.' Wenna 
says. 


e If you have the code word AKILO, turn to 76. 
e If you have the code word ALDON, turn to 184. 


e If you have neither of those code words turn to 
163. 


24 


Spotting a tender young bramble poking through the 
earth you grasp it firmly and feel the thorns dig into 
your flesh. A tiny trickle of blood runs down your arm 
and mingles with the leaves. In moments you are joined 
with Briar. 


Images flash in front of your eyes. The birth of the 
forest, the trees growing at speed, others like Briar, 
growing in a clearing before Raiders appear, chopping 
them all down. Terrible pain! Then you let go, gasping, 
and stagger to your left. Make a note of the code word 
BECOM. 


‘Sorry, friend.’ says the familiar voice of Briar in your 
head. We have shared blood once too often. We are 
becoming... family.’ 


Skarn sits up, then to his surprise, lies back down 
again, brambles coursing over his body and neck. 


‘Noooo!! | am Skarn!' he shouts as more brambles grow 
over his body and start to pull him into the soft earth. 


He starts to say something else, but it's cut off as he 
disappears under the ground. 


'He won't bother us again, friend.' Briar says. 


You look around and see Brin and Pip fending off 
advancing Raiders from your position. 


A little help now, please! says Brin. 


You rejoin the fight. Turn to 216. 


25 


You creep along the treeline and get as close as you 
can without leaving the safety of the forest. From 

here you can see that the blacksmiths building is a bit 
more substantial than the other buildings surrounding 
it, with thick wood panel walls on three sides. Inside 
there's an array of half-finished axes, swords and 
shields hanging up and a furnace glowing brightly next 
to a well-used anvil and a glowing white-hot hammer. 


There's a five-stride gap between the tree line ending 
and the blacksmith's building, where you'll be exposed 
should you decide to make a run for it. 


Will you make your way back and try your luck with the 
tree cutters equipment (turn to 130), go back around 
and see if you can cause some mischief at the tavern 
(turn to 172), or make a break for the blacksmiths 
building (turn to 42)? 


26 


Enough is enough! You've been running for days. No 
rest, no food. It's time to stand your ground. 


You don't have to wait long before a growling hound 
careens around a rotting tree stump, and lunges at you. 


RAIDER HOUND - Attack 6 - Health 7 


No sooner have you despatched it when two more 
hounds catch up with the first and attack. The path is 
narrow so fight one at a time. 


If you wish to use your sling before the first hound 
reaches you, roll two dice, if you roll under your luck, 
your stone hits (reduce the health of the first Raider 
Hound below by 2). If you roll over, the stone goes 
wide (remember to reduce the number of stones in 
your pouch to 9). Bestiary bonus applies. 


RAIDER HOUND - Attack 5 - Health 6 
RAIDER HOUND ALPHA - Attack 9 - Health 8 


If you win, you hear more hounds in the distance, but 
you've earned a momentary respite. 


What now? Will you continue to stand your ground and 
fight (turn to 32), or run (turn to 40)? 


27 


'Friend!" a voice in your head startles you. Who is 
that!?! 


‘My name is Briar. | am a friend of the forest. Do you 
trust me, friend? Will you take a ‘leap of faith’ with 
me?’ Briar giggles. 


You burst through the edge of the forest and the 
cliff is in front of you. Then there's a loud 'kerrack!' as 
protesting trees give way behind you, followed by a 
heavy 'Thoom! Thoom!' as the troll's fat leathery feet 
slap on the rocky ground, gathering pace. 


Will you ignore the voice and turn and fight (turn to 
51), or take a ‘leap of faith’ with Briar (turn to 4)? 


28 


Azrek stares goggle-eyed at you. 'How!?! You're just a 
farmer! You've destroyed our mountain home, killed our 
leader, and instigated this war! flecks of spittle fly from 
his mouth as he bawls at you. 


Other Raiders have noticed you, but Azrek waves them 
off. 


Will you tell him to take some responsibility for his 
actions, instead of blaming someone else (turn to 213), 
tell him Corle Blackstar won't protect him this time 
(turn to 237), or attack (turn to 203)? 
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29 ‘A loose stone disturbs a speargull which 
shrieks and flaps towards your face: 


29 


A loose stone disturbs a speargull nesting beneath 
you which shrieks and flaps towards your face. Your 
left hand mercifully finds a handhold and you hang on 
while trying to fend off the bird with your right. 


A few angry snaps of its beak and the gull soars 
away. Standing stock still, you attempt to control your 
breathing and get your nerves under control, feathers 
falling all around you... Then the journey begins again. 


The ledge is getting thinner, but you can see another, 
slightly wider ledge just below you. With no choice, 
you hold out a shaking leg towards it. 


Roll two dice. If you roll equal or under your Luck, turn 
to 60. If it's over, turn to 121. 


Tree branches whip past as your legs pump with all 
their might! You take long desperate strides, tired 
limbs powered by adrenalin, the hidden roots and 
stones in the long grass underfoot ignored. Let them 
take your enemies, but not you. 


Off to the right, a flash of an ornate robe on your 
peripheral vision and you recognise the elf from earlier 
in camp. Who is she? Your senses heightened, you 
instinctively duck as a dagger whistles over your head 
and embeds itself in a tree. Someone who doesn't like 
you very much, evidently. 


'Get the Fang Hounds! a guttural voice barks from 
behind you. 


Will you keep running through the tall grass (turn to 
217), or peel off to rockier ground (turn to 124)? 
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31 


Wondering what to do next you are surprised by 
Korvin, lvak and Pip as they burst through the trees. 


‘Where's Skarn?' Pip says. 


You tell them everything. Ivak doesn't believe you until 
he looks over the cliff edge. 'He's telling the truth. 
Unbelievably. We should be going. It's getting dark and 
we need to report back to Brin.' 


The others agree and you head back, keeping watch for 
Raider patrols, but encounter none. After an uneventful 
trip, you return to the village. Turn to 122. 


32 


You hear voices on the path. A small group of Raiders 
are cursing angrily looking for their missing hounds. 
You crouch behind a clump of ferns just as four Raiders 
round the corner and let out a cry at the site of their 
slaughtered pets (if you want to use a healing potion 
or potions, now is the time). 


You leap out and kill one Raider before they know 
what's happening, then they snarl and round on you. 
The path is narrow so fight one at a time. Bestiary 
bonus applies. 


SNAGGLETOOTH RAIDER - Attack 6 — Health 6 
HAIRY RAIDER - Attack 7 — Health 7 
RAIDER GLADIATOR - Attack 7 - Health 8 


If you win, you slump against a nearby tree... 
exhausted! Once you catch your breath, a search 
of the Raiders reveals 14 bronze pieces, a silver 
whistle and a rudimentary map of the forest, 
which you take. 


A cracking of branches and more guttural shouting 
bring your thoughts back to flight! You take off down 
the path. Turn to 40. 


33 


Skarn is nearly on you. Leaping between two gnarled 
old trees, you slap dry branches out the way and keep 
running. There's a howl of rage from behind, followed 
by the splintering of wood as the troll desperately 
claws at the bark to get through to you. 'Skarn kill 
human!!' he roars. 


Your respite is fleeting as you realise that you're totally 
lost. With no time to think, will you run left (turn to 
218), or right (turn to 232)? 


34 


You stop running. It's suddenly gone very quiet. No 
Raiders, no whistles, no birds. Something is amiss. 


Instinctively you duck as a barbed pincer scythes 
through the air and grasps the tree trunk in front of 
you, narrowly missing your head. 


The crab screams and wrenches its arm back and forth, 
trying to free the claw. 


Will you take advantage of the situation and attack the 
crab (turn to 87), or run for your life (turn to 236)? 


35 


The voice chuckles. 'No! At least, not yet. But perhaps 
the next time we meet you will be?' she answers 
cryptically. 


Will you ask: 


Who are you? Turn to 112. 
e Where are we? Turn to 164. 


36 


You take a few steps back, there are more thorns than 
before, all gently moving towards you. With the last of 
your energy, you run towards the lower brambles, and 

leap! 


Roll two dice. If you roll equal or under your Agility, 
turn to 222. If it's over, turn to 155. 


37 


A dagger sails by, grazing your shoulder (reduce your 
Health by — 1). 


‘| don't need daggers to stop you. Azrek will reward me 
greatly for your death! the elf screams. Raising a wand 
concealed in her robe, she starts to chant. 


If you have the Parliament of Wood as a Friend of the 
Forest, turn to 138 now! 


Otherwise, you have moments to act. Will you run and 
attack (turn to 169), or run behind the rock (turn to 
104)? 
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38 ‘I'm a travelling mage, nothing mee-ore... 


38 


Simep addresses the group. There are other elementals 
in this forest. Hidden away from our eyes, but we need 
them now,’ Simep purrs. 'I suggest we split into two 
teams — Briar, you are sensitive to the forest, perhaps 
you could travel with our time traveller here and 
Mungo? | have my own ways of finding them and will 
travel with Brin, unless there are any objections?’ Simep 
looks around at a silent group. 'Good, then let's go! 


Simep and Brin head towards the forest, leaving you, 
Mungo, and Briar. 


The old team, back together!’ Mungo chuckles. ' 
promise not to betray you this time!’ Mungo comment 
doesn't fill you with confidence as he stretches and 
looks at Briar. 


‘| am of the earth; | can find others of the earth. Take 
my head and | will lead!" Briar smiles, and her flower 
head drops from the brambles to the soft grass by 
your feet. You gently pick it up. ‘Hello, friend.’ she 
smiles. You smile back and set off. 


Guided by Briar, you find yourself twisting through 
tightly packed trees and soon find yourself in a part of 
the forest you've not seen before. The trees here are 
old and move and sway as if alive. Their bark twisted 
into hostile faces or is that just your imagination? 


Briar interrupts your thoughts. This is a part of the 
forest man rarely visits. And if they do, never leave. We 
are taking a great risk coming here, but | imagine great 
risk is all we have left. Yes?’ 


‘You could have mentioned that before!’ Mungo 
grumbles. 'I would have gone with Brin.’ 


Without warning a branch snakes down and snatches 
Briar's flower head from your arms. ‘Hey!’ Mungo 
shouts. 


You watch as Briar, screaming, is tossed from branch to 
branch, away from you. 


Will you run after Briar (turn to 249), climb a tree and 
see where she's being taken (turn to 98), or threaten a 
tree with your sword (turn to 153)? 


39 


You land with a jarring crash on the hard earth (lose 
— 1 Health). Winded, it takes you a moment to push 
yourself to your feet, only to see the crab scuttling 
sideways back in your direction, one claw reaching 
towards you! 


You fumble for your sword, but disaster, it's lying at 
your feet from the fall! You raise your hands and hear a 
'schlupp! but the claw never closes on you. 


‘Come on!' Mungo says, picking up your sword and 
handing it back. ‘Let's finish this together!’ he shouts, 
standing over the severed claw, a flaming axe in his 
hand. Where did he get that? Bestiary bonus applies. 


WOUNDED CRAB - Attack 10 - Health 10 


If you win, turn to 173. 
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40 ‘A fire burns merrily off to one side and a 
wooden table is set for dinner directly in front of 


you. 
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Out of breath, you pause by the gnarled roots of a 
huge tree. Thick ivy strangles the bark, and your fingers 
dig deeply into the creepers as you try to remain 
standing. 


Black spots float in front of your eyes and the world 
swims in and out of focus. You can run no more. Angry 
Raiders are stamping down the path, getting closer. 
You push backwards, trying to lose yourself in the 
undergrowth, all hope fading. But what's this? Hidden 
by the bushes and carved into the tree itself is a door. 
You try the handle, and it opens inwards. Without 
pausing to question the dangers that might await, you 
stumble through the doorway. 


It's bigger on the inside, that much is certain. Wherever 
this is, it's not the inside of a tree — a tall obsidian 
black tunnel heads away from you to a pinprick of 
white light in the distance. 


Immediately the hairs on the back of your neck rise, a 
sense of danger so overpowering you want to back out 
of the door and run screaming! But you hear Raiders 
closing in and remember the hopelessness of the last 
few days and wonder, can it really be any worse? 


A stubbornness borne of anger and despair pushes you 
on. Whatever awaits at the end of the tunnel, you will 
face it. Anything is better than bleeding out in the dirt 
surrounded by Fang Hounds and Raiders. 


In your singlemindedness you don't even notice the 
door behind you shut and disappear... 


The tunnel opens out into a large circular cavern. A 
fire burns merrily off to one side and a neat wooden 
table is set for dinner directly in front of you. There's 
only one plate — whoever lives here, is not expecting 
company. Looking around you see no other entrances 
or exits. 


‘Sit down,’ a voice like a knife down glass echoes 
around the hall, causing you to jump. 'I won't ask again!’ 


Do you have the code word BADLY? If so, turn to 79 
immediately. 


Otherwise, will you: 


* draw your sword, turn and shout a battle cry 
(turn to 166)? 


* sit down as instructed (turn to 123)? 
° Say 'No' (turn to 205)? 


41 


Wenna stops and turns. Her face unreadable as she 
moves towards you. Was that the right thing to say? 


'I saw everything that happened to you, this realm is 
a mirror on our world, but | could do nothing, and that 
pained me greatly. | have an affection for you, but not 
a deep well of patience. Trust me. If my plan works, 
welll stop Corle, save the forest and your friends. Now 
come.’ Wenna says sternly, offering no choice. You 
follow (turn to 229). 


42 


Leaving the safety of the trees you make a break for 
the blacksmiths building. 


Roll two dice. If you roll equal or under your Luck, turn 
to 245. If it's over, turn to 77. 


43 


You slip and slide on mud, churned up by countless 
boots and cannot get purchase! Slowly panic creeps 
in as the feet around you kick you this way and that 
and you find it impossible to move or stand. A heavy 
kick from an armoured boot sends you sprawling, then 
many more feet step over and on you. 


Your adventure ends here... 


ah 


The tree whispers urgently in your ear. 'You can allow 
us to rip you limb from limb and let your lifeblood 
fertilise the earth,' you politely decline. 


The only reason we haven't pulled you apart is because 
of Briar. She knows better than to come here and is 
being taken to our elders for punishment. That's where 
you're going now. Say anything | don't like, and you 
won't make it!" 


You stay quiet and feel yourself hoisted into the 
branches above, then, more gently than you banked 
on, handed from tree to tree by thick, supple branches. 
You look across and see Mungo is getting the same 
treatment. 


After a few minutes you are lowered to the ground and 
step into a clearing. Turn to 167. 


45 


Something tugs at the back of your mind, something 
familiar just out of reach. You listen and ask questions 
of Wenna. Have you done this before? Following her 
to the alcove, you travel back in time to save the 
centaur... or is it the orc baby? There's a danger to 
time travel, you are told, but it feels effortless, like 
you've done it a hundred times already. 


When you return, you talk with the Mystic Stones. They 
tell you that Wenna planted the trees that became 
Fang Forest. This feels important and you make a 
mental note to remember. Not that you will. Tick the 
code word BONDE if you don't already have it. 


In a daze you meet up with Wenna once more. 

Then tragedy strikes and Corle finds the cave. Your 
meddling with time has undone everything. The cave is 
destroyed and Wenna is mortally wounded. 


Something tugs at your foot, looking down you see a 
vine gently pressing against your leg. Then a crackle 
of power shoots through it and into you, Wenna's last 
act before she dies. The cave disappears and you find 
yourself falling once more through time... but this trip 
isn't planned and you find yourself buffeted this way 
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and that, your thoughts and memories ripped from your 
head. You cry out in agony and then all is darkness... 


You have been sent back in time! Turn to 1 and start 
your adventure again. 


You may keep any reputation points earned — 
everything else is reset to what you had at the 
beginning of section 1. Any code words beginning with 
'B are removed (except for BONDE and BASES - 
cross them through, but keep on your adventure sheet) 
— also keep any permanent 'B' code words (marked with 
a P). 


46 


Pushing your way through the throng of allies trying 
to make themselves scarce, you suddenly find yourself 
face to claw with the crab. It's eyes swivel in your 
direction, and you swear there's recognition in its cold 


black orbs. 


With terrible speed a claw scythes down towards 
you but catches a fleeing centaur instead. You have a 
moment to decide what to do. 


Will you grab hold of the claw and swing up on to the 
back of the crab (turn to 219), duck under the crab 
(turn to 247), or join everyone else and run in the other 
direction (turn to 97)? 


47 


Pulling the sling out of your sleeve you pop a stone out 
of the pouch, unfortunately you're upside-down and 
they all fall out. You make a frantic grab for them. 


Roll two dice. If you roll equal or under your Luck turn 
to 96, if it's over, you drop them all! Turn to 118. 


48 


‘We ARE the better nature!’ one tree suddenly shouts. 
‘What you think of out there as ‘forest! is naught but 
weeds to us. A collection of stunted inanimate growth. 
WE are the forest, sentient and alive and WE will 
endure! Humans and Raiders have no place here. Let 
them burn the outside to the ground!" 


There's a muttering of agreement around the clearing. 
Will you tell them about the danger from the Raiders 
(turn to 92), or tell them what you've seen in the future 
(turn to 211)? 


49 


Disaster! You try and pull your sword free, but it's stuck 
in Skarn. 


'Heh! Heh!’ Skarn looks down. ‘Jam time! 


Brin and Pip hack away at the troll, but he ignores 
them and fulfils his wish. 


Your adventure ends here... 


day one: the village 
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0 '.. people emerge from the trees and from 
inside rudimentary wooden shacks to greet you.’ 


50 


(remember to save your progress on 
your adventure sheet) 


It seems you're expected. As you enter the clearing, 
people emerge from the trees and from inside 
rudimentary wooden shacks to greet you. There are 
not many in this village and they all seem beaten 
down by life, gaunt with furrowed brows, and wearing 
threadbare clothing and mismatching armour. You 
wonder if they're going to thank you or attack you. 


They form up into a group and walk towards you, at 
their head is a tall elf, dressed entirely in black. His 
face is a mask of solemnity which he tilts to one side 
as he approaches. A strange feeling, a blurring of 
reality... something is naggingly familiar about this... 


‘Welcome to the village, my friend. | am Brin. Although 
we're strangers, | think you've met some of us before.’ 
Brin steps aside and you almost gasp when you see 
Mungo looking sheepishly at you. 


'Hello.' Mungo raises a hand and half-smiles nervously. 
'Glad to see you made it and our plan to get you 
captured worked!’ If you have the code word ATURN, 
turn to 119 now, otherwise read on. 


But nothing prepares you for the fellow next to him, a 
patchwork horror of a man with dead glassy eyes and 
a rictus grin. No-one else seems to think this strange 
so you smile back. This is Adam.' Brin says. If you have 
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the code word ARGUS, turn to 225 now, otherwise 
read on. 


You exchange pleasantries with Adam until Brin 
interrupts you with a tap on the arm. ‘Come. Let me 
introduce you to the rest of our family. Waifs and 
strays of the forest.’ 


You meet the others and try desperately to remember 
all their names... 


Ivak and Korvin — \vak is tall and rangy with a curious 
animal skull helmet while Korvin is shorter and wears a 
patchwork of leather armour which looks as if he made 
it himself. They are two former trackers who fled into 
the forest after their trading caravan was attacked by 
a Manticore. — 'We didn't run because we were afraid, 
we ran because we helped the Manticore. A beautiful 
creature like that shouldn't be killed just because 

it wanted to eat us. The forest took us in after we 
slaughtered the traders.' You gulp. A sound you didn't 
know people made in real life. 


Pip — a young lady with striking blue hair, wearing light 
leather armour and a large crossbow slung over her 
shoulder — 'I'm lucky to be alive. The Raiders threw me 
into their arena when some idiot thought a Frost Giant 
would be a good opponent. He took out a battalion 

of Raiders in a berserk fury after a prisoner escaped. 
Lucky for me! | escaped in the confusion. Don't worry 
about Ivak and Korvin. They're good people if you don't 
try and kill any forest denizens in front of them... 
Denizens. Great word.' Pip smiles to herself. 


Simep - a bold cat woman wearing a tattered brown 
robe slinks towards you — 'I'm a travelling mage, 
nothing mee-ore. | respect all living things and the 
forest. When | found this place, it felt like coming 
home,’ She smiles sadly. ‘I'm not sure what we can 

do against the Raider horde, but if anyone can figure 
something out, it'll be Brin.’ She purrs and looks over at 
him with a warm smile. 


‘Well,’ says Brin as he leads you away from the little 
huts and their occupants. That's it. Our little village is 
quite a select group and a dangerously small one, with 
what's coming at us.’ He stops and turns, a frown on his 
face. 


‘Mungo told me everything. You saved the world when 
you brought down Fang Mountain and closed the 

void. My thanks and respect, but now the Raiders are 
displaced. Revenge drives them. The hooded one won't 
stop until he has you. Azrek is his name, a thoroughly 
repellent individual. He knows the forest is protecting 
you, so he'll destroy that too and the village. He's quite 
mad. You should have brought the entire mountain 
down; your half measure will be the death of all of us.’ 


You sigh and look around. What can you do? 


‘| don't know how long-we have until they find us, but 

we must act now.' He points at a pillar of smoke a few 
miles to the west. 'Ivak and Korvin are going to take a 

look at the Raider camp, get a feel for numbers. Pip is 

going to cause trouble with a big crossbow and see if 
she can get the Raiders to look in a different direction, 
might buy us some time. And Simep. Well Simep will 


be using her powers to create some defences. Unless 
you know magic, you'll be in the way. So. What are you 
going to do to help us?’ Brin stares at you. 


Will you offer to go with Ivak and Korvin (turn to 69), 
travel with Pip (turn to 17), or if you have Briar as a 
Friend of the Forest you could volunteer to help Simep 
(turn to 116)? ' 


51 


You turn without any more thought, sword drawn, but 
Skarn's momentum means he's already on top of you. 
Hands reaching, eager to crush the life out of you. His 
eyes glimmering, mouth wide and drooling. 


Skarn is travelling at great speed as he sweeps you up 
in his giant paw-like hands and takes you both over the 
cliff edge! 


It's a long way down, but he's squeezed the life out of 
you before you hit the ground. 


Your adventure ends here... 


52 


Just a bit of fun really. You should have seen your 
allies' faces as | stepped up to them in the guise of 
a friend, then ripped their hearts out! Corle/Adam 
laughs. 'Oh, | hope you like your other ‘friend’, the 
water elemental, naught but rain! Corle/Adam says 
and waves a lazy arm through the water droplets. 


_ You take two steps with your sword drawn before 


Corle/Adam clicks his/her finger and you find yourself 
frozen to the spot. 


After all you've accomplished, such a disappointing 
response. Death is too good for you.' 


And with that Corle/Adam restarts the world, but not 
with you in it, an unspoken spell sends you spiralling 
between realities. You fall through unexplainable 
landscapes before landing with a thud in a familiar 
cave. 


‘Oh no, not you again!" Burt says. 


Turn to 86. 


53 


The axe comes down and you will it to stop. 


* If you have two Family Luck points, turn to 6. 
e If you have one Family Luck point, turn to 20. 
e If you have no Family Luck points, turn to 246. 


54 


But he's not aiming at you, he's aiming at the ground 

in front of you. You shout a warning to the trees and 
the roots jink to the left just as the ground explodes in 
light. 
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being hurled mightily over the waterfall at a speed so 
staggering you nearly pass out! 


Far below you the forest is a beautiful patchwork of 
green. You look down on surprised flocks of birds and 
clouds gently moving in the breeze. Unfortunately, your 
imminent death detracts greatly from this once in a 
lifetime view. 


If you still have two Family Luck points turn to 141. 
Otherwise turn to 162. 


64 


You run blindly forward when suddenly you spy a 

flash of light in the trees to your right. Could this be 

a thinning of the trees and the cliff edge? With no 
time to think you turn on the spot and run towards it, 
narrowly missing a meaty paw that swipes down where 
you were just running. 


'Skarn smell you, human. No escape! he yells as his 
massive frame tears through two trees, wrenching 
them out of the ground and bending them sideways. 
Legs pumping, you run faster. 


If you have Briar as a Friend of the Forest turn to 136, 
otherwise turn to 27. 


65 


Mungo and Briar exchange glances. 


‘You need to present an argument to win over a forest 
that hasn't helped a human in a thousand years.' 
Mungo says. ‘Be convincing.’ 


No pressure then. Will you tell them about the danger 
from the Raiders (turn to 92), or tell them what you've 
seen in the future (turn to 211)? 


66 


Your blank look doesn't endear you to them. 


‘Oh, here we go! Another dullard. Well look, I'm Alf. This 
is Burt. We escaped the destruction of Fang Mountain 
and got pulled into this reality by Wenna who turned 
us into rocks so we wouldn't run away,’ Alf huffs. 'She's 
got a nasty streak in her, but you didn't hear that from 
us. Anyway, we'll talk later, she's coming back and 
doesn't like us fraternising with the guests.’ 


Turn to 7. 


67 


At the last minute you jump to the right, Skarn's 
momentum sees him stumbling on for a few more 
paces, ploughing through a small contingent of 
centaurs, scattering their broken bodies, before 
turning, anger in his eyes. 


‘We have to end this!’ Brin says, standing at your side. 
'He's killing our allies just by moving. 


He's right, the blood feud you started suddenly weighs 
heavy on you. Rushing forward, you yell a battle cry 
and strike! Turn to 191. 


68 


A fleeting thought crosses your mind. Something 
important. An idea, just out of reach. No. It's not meant 
to be. Not yet. Return from whence you came, your 
time will come, brave adventurer. 


69 


‘That's good,’ says Brin. They can be a bit ‘eager’ at 
times. Maybe you can bring them back alive. Well, off 
you go. I'll be here when you get back and we'll talk 
more. Good luck.’ And with that, Brin steps away and 
goes to chat with Pip. 


You make your way over to the two trackers. They 
tense as you approach. 


‘Huh! Looks like we got the short straw today. Come on 
then. Try not to get us killed.’ lvak harrumphs and they 
both stomp off into the long grass in the direction of 
the smoke in the distance. 


You catch up with them and follow at a respectful 
distance. They know where they're going and weave 
their way confidently over rocks, branches and through 
a clearing of spikey plants. You tread where they tread 
and manage to avoid any injury. 


Korvin looks around. ‘Raiders avoid this part of the 
forest, if you don't know where you're going you can 
easily drown in a hidden bog-' 


-or get eaten by Gloom Wolves. Nasty!’ lvak shudders. 


You find yourself on a smooth rock path and you 
wonder where this gentle trail was when you were 
evading capture. You slowly catch up with them and 
decide to engage in conversation. 


Will you ask them how they teamed up (turn to 195), 
how far to the Raider camp (turn to 109), or when 
they're going to stop for something to eat (turn to 5)? 


70 


Almost immediately the light from the orb winks out, 
plunging you into darkness. The last thing you feel is 
the soft gummy mouth of the wyrm swallowing you 
whole. It turns out Briar wasn't lying. 


Your adventure ends here... 
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You stand, panting. Bodies litter the path, and all is 
quiet. Where are the rest of the Raiders? You look 
around, scanning the trees for more enemies. Korvin 
holds up a hand and gestures for you to be quiet. You 
both hear a rustling from above then Ivak drops into 
the clearing. 


‘You took your time! We've been neck deep in trouble 
down here!’ Korvin pauses. Are you alright?’ 

Ivak, white-faced, points towards the treeline. They all 
retreated, | thought we'd won, naive really. They sent in 
something big and it's coming this way! 

There's a crack of a twig behind you and you all jump. 
‘Easy! says Pip, holding up her hands. 'You lot make 
way too much noise, | was supposed to lead these 
guys in the other direction, but that's not happening 
now. You know there's a big troll heading this way?’ 
That's what I've been trying to tell them! Ivak says 
wildly. 

There's the sound of a horn, low and dull. It echoes 
around the forest. 


‘It's coming.’ lvak shivers. 


Turn to 221. 


72 


You take a deep breath and stand your ground once 

more. How many times have you done this? Choking 
back despair you steady your footing on the slippery 
rocks. You don't have to wait long before a growling 

hound splashes down the stream and attacks you. 


If you wish to use your sling before it reaches you, 
roll two dice, if you roll under your luck, your stone 
hits (reduce the health of the Raider Hound by 2 and 
remove one stone from your hunting sling bag). If 
you roll over, the stone goes wide. 


RAIDER HOUND - Attack 6 - Health 7 


No sooner have you despatched it when two more 
hounds catch up with the first and attack. Fight one at 
a time. Bestiary bonus applies. 


RAIDER HOUND - Attack 5 - Health 6 
RAIDER HOUND ALPHA - Attack 8 - Health 8 


If you win, you hear more hounds in the distance, but 
you've earned a momentary respite. 


What now? Will you stand your ground and continue 
to fight (turn to 180) or run towards the waterfall (turn 
to 63)? 


73 


The Roc's other claw is trying to get a purchase on your 
other shoulder as you swing frantically with your sword 


at the underside of the beast. 


Roll two dice. If you roll equal or under your Agility 
turn to 126, if it's over, turn to 227. 


74 


You take a step away from your friends and Corle/ 
Adam changes direction and comes towards you. 


‘What did you think was going to happen when you 
killed Azrek? He was my loyal servant. Should | kill you 
perhaps, for your impudence? What would you do?’ 


Will you say ‘kill me’ (turn to 152), threaten her (turn to 
231), or ask for mercy (turn to 111)? 


75 


The tree whispers urgently in your ear, you can feel 
it's breath on your cheek. 'The only reason we haven't 
pulled you apart is because of Briar. She knows better 
than to come here and is being taken to our elders 
for punishment. That's where you're going now. Say 
anything | don't like, and you won't make it!' 


You stay quiet and feel yourself hoisted into the 
branches above, then, more gently than you banked 
on, handed from tree to tree by thick, supple branches. 
You look across and see Mungo is getting the same 
treatment. 


After a few minutes you are lowered to the ground and 
step into a clearing. Turn to 167. 
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76 


'You saved the chieftain's child. The orc army is yours 
for the asking. But we need to send you back to 
that day, and another moment, to save another. Your 
physical form has already adapted itself to travelling 
in time, your family luck has seen to that. Of course, 
it's not without risks. You could still get lost in the 
oblivion.’ 


Before you can object, Wenna weaves her arms, the 
room darkens and from nowhere, lightning strikes you! 


Make a note of this section number (76) then roll one 
6-sided die. 


e If you roll a 1, turn to 102 in issue one. 


e If you roll any other number, turn to 126 in issue 
one. 


IMPORTANT — when you have completed your task, 
add the number you are given in issue one to this 
section number (76) and return to the new section in 
issue two. 


77 


You've only taken two steps when a beady-eyed goblin 
sprays out a mouthful of ale and drops his tankard. 
'Greck! There's a spy in our camp! he rasps. 


Others turn to look at you, frozen mid-stride. Some 
draw swords and call out for reinforcements from the 
main camp. You need to get away. Now. 


You run back into the forest. There are three goblins 
on your trail and they're fast. Each one is outpacing 
you, jumping over logs and small rocks with ease. The 
little horrors have curved daggers and are waving them 
maliciously. 


Turning, you throw the small bottle at the nearest 
goblin, it shatters and immediately covers him in flame. 
He screeches and another stops to pat him down, at 
which point the flames transfer to him and they're both 
in trouble. The third goblin keeps going, focussed as 
he is, entirely on you. Suddenly there's a strangled cry 
and you hear a loud ‘thunk’ as a body hits the floor. You 
daren't look and keep running, inwardly thanking Korvin 
for his good aim. Turn to 30. 


78 


‘Good work!' lvak says as he drops from the branches 
of a nearby tree. 'Korvin will be here momentarily, he 
led the Raiders a merry dance and we got some good 
information on their numbers. Ah, here he is now! 


Korvin, white-faced, stumbles out of the trees and 
points towards the camp. They all retreated, | thought 
I'd won, naive really. They sent in something big. It's 
got our scent and it's coming this way!" 


There's a crack of a twig behind you and you all jump. 


‘Easy!’ says Pip, holding up her hands. 'You lot make 
way too much noise, | was supposed to lead these 


guys in the other direction, but that's not happening 
now. You know there's a big troll heading your way?’ 


That's what I've been trying to tell them!’ Korvin says 
wildly. 


There's the sound of a horn, low and dull. It echoes 
around the forest. 


‘It's coming.’ lvak shivers. 


Turn to 221. 


79 
'How?' the voice spits. 


Suddenly the air shifts and you instinctively know 
something is moving behind you. a stab of fear and 
your legs feel weak to the point of collapse, you 
clumsily draw your sword anyway. 


Something unnatural is standing right behind you, 

it's breath on your neck. You dare not look. Oh, how 
you wish to be facing Raiders and Fang Hounds now! 
You drop your sword from suddenly weak fingers, 
apologising under your breath as you do. Hoping 
against hope that whatever is behind you will forgive. 


‘Dead, so many times. Yet here you stand. Again, and 
again. Vexing!' you reach out and hold the table to stop 
yourself falling, a small whimper escaping your lips. 'I 
would kill you now but what's the point? It seems we're 
both trapped in this loop. Go! 


Stumbling forward, a passageway opens in front of you 
and you all but sprint. Out, out, into the light and the 
forest. 


Sweating heavily, you stumble over a tree root and fall 
face first into a patch of grass. The sweetest grass 
you've ever smelt in your life! After a few moments you 
sit up and find your sword resting next to you. 


Somehow, you've faced an unspeakable horror and 
lived! Add 1 Reputation Point to your Adventure Sheet 
(tick the unspeakable horror box) and make a note of 
the code word BOLDE - this code word is permanent 
and remains on your adventure sheet, even if you start 
a new adventure, with a new character. If you already 
have it written down, you don't need to add it again. 


In the distance you hear the Raiders and hounds once 
more. You make out angry voices and you know it 
won't be long before they backtrack, realising they've 
somehow missed you. 


You stand on wobbly legs and start to make your 

way back down the path. It's not long before you find 
yourself back where you started! Will you push your 
way through the undergrowth in front of you in an 
attempt to lose them (turn to 57), or turn right towards 
the stream (turn to 234)? 
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80 ‘Skarn stumbles back, breathing heavily, 
wounds all over his body.’ 


80 


Skarn stumbles back, breathing heavily, wounds all 
over his body. You and the others pause, also breathing 
heavily. Have you won? 


Then the troll slowly breaks into a low rumbling 
chuckle and before your eyes his wounds being to heal, 
and the well-placed crossbow bolts pop out of his 
leathery hide. 


Pip drops down from the tree. 'We can't win! We must 
run before he recovers!’ Pip exclaims. 


If you have the code word BASES, turn to 183. 
Otherwise turn to 161. 


81 


A single drop of water lands on your nose. It's cold and 
you try and shake it off, but you can't move your head. 
You can't see anything! 


‘Mistress! 'e's awake! Or at least ‘is nose is, the strange 
voice you heard before says. 


If you have the code word BLURR, turn to 45 now. 
Otherwise, read on. 


A rustling and the sound of dried leaves rasping on 
stone slabs as something moves towards you. 


‘Lie still. Your vision and movement will return. Your 
body has seen a great trauma, moving between 
realities. I've done what | can, with the limited power | 
have. Repaired you. But rest now.' the-soft voice says 
comfortingly. 


You cough and manage to ask for water. There's a smile 
in the soft voice as it gets closer to you. 'Of course, 
here.’ 


Cold liquid refreshes your parched mouth, and you gulp 
it down greedily. ‘You will have questions. We have 
time. Ask them: 


Finding you voice, will you ask: 


e Who are you? Turn to 112. 
e Where are we? Turn to 164. 
* Am! dead? Turn to 35. 


82 


This time is special, you explain, because the person 
helping you is trapped, and she can only be freed with 
the help of the parliament. Her name is Wenna, and 
once upon a time she planted this forest. There's an 
audible intake of breath and for the first time the trees 
are visibly shocked. 


Wenna! She returns to us!" one tree breaks the silence. 
While others start to talk excitedly, 


‘Silence!’ an older tree cuts through the chatter. 
Wenna is gone. Long dead! Bringing her name into this 
parliament is sacrilegious. Briar and the humans must 
pay for this outrage with their deaths!’ he shouts. 


Angry shouts of agreement start to drown out your 
supporters. There's a rending sound and the roots of 
some of the nearby trees tear from the ground and to 
your horror, starts moving towards you. 


‘Wait!’ an older voice, one used to command and one 
you've not heard before, instantly silences everyone 
and the murderous trees stop in their tracks. 


'If you truly have seen Wenna. Tell us. What happened 
to her?! 


You look around to find the source of the voice and 

you notice that some of the trees have moved aside to 
make way for the smallest and oldest tree you've seen 
yet in the forest. Barely taller than you, he pulls his 
way towards the edge of the clearing, withered roots 
making slow progress. You notice that the leaves on his 
branches are brown, despite the kiss of spring in the 
air. As he gets closer, you see an aged face, battered 
by the elements, cut into the bark. A squirrel looks out 
from his mouth, chittering quizzically. 


You step forward and look into the kindly face of the 
old tree, the first kindly face you've seen here, and 
explain what happened. When you've finished the tree 
smiles. 'You have our help.' Is all he says, then shuffles 
back and you realise the audience is at an end. 


‘We're still alive!’ Mungo blurts out with a laugh. 'We 
should probably go, before they change their minds.’ 


' think that's our way out.’ Briar says and you follow 
her gaze to an opening in the clearing. Trees part to 
form a way out of the old forest. 


Add Parliament of Wood to the Friend of the Forest 
box on your Adventure Sheet and turn to 233. 
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83 


Your body is snapped this way and that before you 
finally let go as the momentum of the claw lands you 
with a plop! on its back. 


You hear a cheer and, looking around, you see the 
lizardman cut down, although there now appears to 
be ten of them, their bodies scattered all over the 
clearing. With no time to think about it, you grab hold 
of the reins as the crab rears up and tries to dislodge 
you. 


Pulling wildly on the reins, you try and stop the crab 
from throwing you off! 


Roll two dice. If you roll equal or under your Luck turn 
to 131, if it's over, turn to 39. 
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84 ‘Hello..friend... 


84 


The brambles slowly get closer but make no move to 
attack. Instead, one gently touches your arm, then they 
all retreat at once. Leaving you standing alone in the 
thorn circle. 


‘I'd like you to tell me your story now. Sit down if that 
would make you more comfortable.’ 


You decide to sit. As you do, a bramble snakes out and 
before your eyes blackberries spontaneously flower 
and grow. 


‘Please. Eat: 


Why not? Taking a berry, you pop it between your 
teeth. It's exquisite, and the first food you've eaten 
in days! Devouring the berries, you feel a warm glow 


throughout your body as cuts and bruises magically 
heal (return your Health to 16). 


You feel relaxed and at peace for the first time in 
days. You decide to tell your story to this mysterious 
creature. Falteringly at first, you relay the traumatic 
events at your homestead but then grow in confidence 
as you explain your journey to Fang Mountain and the 
battle with the strange entity, the Raiders, and the 
eventual destruction of half the mountain. 


When you've finished you hear a rustling all around 
you as the thorns shake. Are you being applauded? 
Slowly, two roots push themselves up in front of you, 
twining around each other as they do. Suddenly they 
stop and a tiny bud bursts from the top, before your 
eyes it grows into a large knotty bulb, and, to your 
astonishment, in moments you're staring at a kindly 
face! 


e If you have the code word ARING, turn to 207. 
e If you have the code word ABOKE, turn to 9. 
e If you don't have either of these, turn to 128. 


85 


Brin smiles as you tell your tale. 'We have a chance, | 
think!’ he proudly announces. 


‘We also have good news" explains Simep. The air 
elementals will aid us. As will the others you've 
befriended and helped. They'll be here by dawn.’ 


Korvin and Ivak nod in your direction and give you the 
thumbs up before returning to a conversation they're 
having with Pip. Mungo slaps you on the shoulder and 
goes off in search of Adam. 


Add Air Elementals as a Friend of the Forest on your 
adventure sheet. 


'I suggest we all get what little sleep we can.’ Brin says. 
‘It'll be light in a few hours, and we have a battle to 
win.’ 

As you make your way to your hut, Simep approaches 
and puts an arm on your shoulder. Turn to 59. 


86 


Vines crackle and Wenna descends into the cave. 


'I saw everything! Corle spoke to you. You!’ Wenna says 
incredulously. ‘Still, your whittering did the job. It gave 
me time to syphon off some of her power, just a sliver, 
but just enough. I'm sorry, we haven't met. I'm Wenna, 
and you are a very special person!’ she coos. 


‘Oh, ‘ere we go" says Alf. ‘We've got to listen to the 
speech again, haven't we?! 

You shoot a look towards Alf but Wenna doesn't 
appear to have heard, or has chosen to ignore them. 


‘Don't look so worried! Burt says. ‘She can't ‘ear 
us. Don't ask me why, but only you can. What a 
buggeration, eh?’ 
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You realise Wenna has been speaking but you've not 
been listening, and she's not happy. 


‘Why am | bothering to explain myself to an 
insignificant worm like you anyway? Your bloodline had 
one task, to free me from this prison. And that's just 
what you're going to do! 


Gnarly wooden hands grasp at your clothing, growing, 
stretching, and closing around your body. Then a jolt as 
something is seemingly pulled from deep inside you. 


‘What did | hear you call it? Your ‘Family Luck'? Well, 
your luck has run out!’ she laughs and you feel an 
unimaginable pain course through your entire body. 
Something important is removed. It feels like a piece 
of your soul has been sliced away and you cry out in 
despair, your body arching. 


Wenna removes her hands and points them at the cave 
wall. A blast of raw energy pulses from them and a 
hole appears, like a tear in reality. On the other side is 
daylight and a busy market town, is that Winterheart? 
People are going about their business as if nothing 

is happening. She steps through, and as she does, 
transforms into a beggar, wrapped in a shawl and 
carrying a bundle of sticks. She takes one look at you, 
smiles, and the hole disappears. You try and sit up, but 
darkness takes you... 


Turn to 244. 
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87 


You race around the tree and come face-to-face with 
a Raider unlike any you've seen before. His armour is 
daubed with crude claws, and he has an open pincer 
tattooed on his face. 'Embrace the crustacean!’ he 
screeches. 


You headbutt him and he crumples in a heap. Jumping 
on the back of the crab, you use the rusty weapons 
embedded in its shell to climb up. You reach the top 
and come face to face with the lizardman. He turns and 
draws his sword. 


LIZARDMAN - Attack 9 - Health 10 


After one attack round turn to 150. 


88 


You don't take kindly to someone trying to kill 

you. Drawing your sword, you charge at the water 
elemental... who waves you away with a flick of her 
wrist. Water swirls around you, lifting you up in a 
whirlpool, higher and higher. 


'If death is what you seek...' the whirlpool disappears, 
and you fall to your doom on the rocks below. 


Your adventure ends here... 


89 


You roll to one side as the arc of lightning flies past 
and incinerates a group of poor Raiders. 'You cannot 
stop me. No-one can stop me. | am Azrek. | am 
unstoppable!’ Azrek screams. 


Do you have Geralt the Wyrm ticked as a Friend of 
the Forest on your Adventure Sheet? If you do, turn to 
134, otherwise, turn to 194. 


90 


This is it. You're going to face your destiny. You feel a 
strength coursing through your body, is this adrenalin 
or your Family Luck? You're not sure, but you feel ready 
for anything. 


For this chapter add +1 to your Attack (add chapter 
4 final battle +1 attack in the notes section of your 
adventure sheet). Now return to 200. 


91 


Your arm hits the flat of their blade, and off-balance, 
they stumble forward. You catch a glimpse and 
recognise... her! It's the robed elf you spotted earlier 
in camp. But you have no time to wonder who she is. 
Surrounded and with a moment of surprise on your 
side, you do the only sensible thing... 


Run! Turn to 30. 


92 


You explain that the Raiders are tearing up the forest, 
and they won't stop until it's all gone. 


‘You don't understand, human.' A tree sneers. ‘This 
forest has stood for over a thousand years. Others 
have tried to cut us down. Raiders have tried to take 
our wood. They've failed. Every time. We don't ask 
anything from you, but humans always want something 
from us, and if they don't get it by asking, then they 
take by force. We understand that and keep all out. We 
are safe because we look after each other.’ 


‘Please,’ says Briar. 'l am of the forest outside, my 
friends from the village are also from the forest 
outside. They ask nothing of you except help in 
repelling the Raiders. You have been safe for a 
thousand years because of us. We have been hurt 
and cut down and destroyed because our trees and 
branches are the first they see. If you sit back and 
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watch us destroyed, there will be no-one to defend you 
when the Raiders arrive at your border. And they will!’ 


There's a murmuring around the clearing and you think 
Briar's impassioned speech may have convinced some 
of them. But. 


The Raiders won't destroy the forest outside, they only 
want that one! a tree branch points at you, 'Don't think 
us isolated, we hear all on the wind. When that one 

is dead and the Raiders have the village, they'll leave. 
Why would they not?! the same tree argues. 


‘Because Fang Mountain is gone and they'll gouge 

this forest out of the earth to make a new home for 
themselves!’ Mungo jumps in. 'It might not be today or 
tomorrow, but they will exhaust the forest outside and 
then turn their gaze on you!’ 


Mungo looks at you and Briar as the trees quietly 
discuss what they've heard. 


‘Rest if you can.' Briar says. ‘A decision from the 
parliament is rarely quick.' 


You sit down in the mud with a sigh and wait. Turn to 
113. 
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93 


You look around and spy what you're after — a patch of 
brambles. Without hesitation you prick your finger and 
a single drop of blood lands on a leaf. 


Did you do this before? Realities crash together and a 
memory of summoning Briar this way comes into your 
mind. You don't question it. Wherever the idea came 
from, you welcome it. 


The brambles quiver and slowly a flower blossoms in 
its centre, sprouting into the face of a young girl. 


'Hello, friend.' Briar says. You smile broadly and thank 
her for coming. 


'So, we have Briar, the orcs and the centaurs on our 
side,’ Brin says. 


‘Don't forget the water elemental, Adam will have her 
back to camp before you know it, Mungo explains. 'Do 
we have enough?’ 


‘Perhaps it's my turn to help’ says Simep, silent until 
now. Turn to 38. 
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94 ‘Looking around you search for answers...’ 
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94 


You stand over the bloodied corpse of Skarn but watch 
with despairing inevitability as his wounds starts to 
knit together and he heaves a sudden deep shuddering 
breath! 


You don't have long before the battle will have to be 
fought again. Looking around you search for answers... 


Turn to 197. 


95 


Peering over the edge you can make out a series of 
smaller ledges forming what look like paths criss- 
crossing the craggy rock face. It might be possible to 
lower yourself down onto one of these tiny ledges and 
edge your way along and down. 


Will you attempt the tiny ledges (turn to 228), or take 
a deep breath and just start climbing (turn to 121)? 


96 


Phew! You grab the last stone as it tumbles out the 
pouch. You swirl the sling, taking aim (remove all the 
stones from the hunting sling stone bag on your 
adventure sheet). 


The lizardman sees what you're doing and pulls hard on 
the reins. Both of the crab claws rise sharply in the air, 
taking you with them. but too late! You let go of the 
sling just at the right moment and the stone finds its 
mark, embedding itself in one of the black eye sockets. 


With a chittering scream the crab immediately lets go 
of you and your momentum takes you flying over the 
crab to the soft grass on the other side of the clearing. 


Winded (lose — 2 Health), it takes you a moment to 
gather your senses and sit up, but it doesn't matter, 
the lizardman is pulling frantically on the reins as the 
crab skitters this way and that in terrible agony. 


You do the only sensible thing and run! Add 1 
Reputation Point to your Adventure Sheet (tick the 
evil crustacean box) and turn to 236. 


97 


The lizardman, waving a flaming axe, looks around and 
realises he's outnumbered. Laughing manically, he pulls 
a small bottle from a leather thong around his neck 
and smashes it on the ground. Suddenly you're facing 
ten lizardmen, all with flaming axes! 


They attack your allies — one faces you! 
LIZARDMAN - Attack 8 - Health 10 


If you win, you hear a cheer and see Mungo leap atop 
the crab and bring a flaming axe down, cracking its 
chitinous hide and killing it with one blow. What a hero! 


‘Death to all crabs!’ he cries, rallying the orcs and 
centaurs as they push back against the Raiders. 


Turn to 216. 


98 


The trees are old and knotty. You pull yourself up 
quickly to the upper branches and then realise you're 
stuck. You pull your leg, but a vine has wrapped itself 
around it. Then another. Before you know it, both your 
arms are pinned to the trunk, and you cannot move. 


‘| don't like humans stepping on my face! the tree 
growls. Turning you see two eyes carved into the wood, 
they are practically glowing and incandescent with 
rage. The only reason we haven't pulled you apart is 
because of Briar. She knows better than to come here 
and is being taken to our elders for punishment. That's 
where you're going now. Say anything | don't like, and 
you won't make it!’ 


You stay quiet and feel yourself hoisted into the upper 
branches, then, more gently than you banked on, 
handed from tree to tree by thick, supple branches. 
You look across and see Mungo is getting the same 
treatment. 


After a few minutes you are lowered to the ground and 
step into a clearing. Turn to 167. 


99 


You take two steps with your sword drawn before 
Corle/Adam waves a hand and you find yourself frozen 
to the spot. 


After all you've accomplished, such a disappointing 
response. Death is too good for you.' 


And with that Corle/Adam restarts the world, but not 
with you in it, an unspoken spell sends you spiralling 
between realities. You fall through unexplainable 
landscapes before landing with a thud in a familiar 
cave. 


‘Oh no, not you again! Burt says. 


Turn to 86. 
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100 ‘Beware, the Maiden!’ 


100 


Something is wrong. You get up and step outside. 

It's early morning and the sun is rising, casting long 
shadows across the clearing. Everyone else seems to 
be asleep except for Brin, who's standing in the middle 
of the village clearing, staring at something in the 
trees. 


You step forward to get a better look and your heart 
skips a beat. Hidden on the edge of the treeline is a 
woman, dressed in fancy garments and a long flowing 
red robe. Her luxuriant dark hair cascades down her 
back, but it's her face that causes you to pause. A 
gleaming white skull. She is pointing towards Brin, 
then her head turns towards you and points in your 
direction! 


Brin staggers back as if let go by some unseen hand. 
But now the dread apparition has her full gaze on you. 
You stagger back, overwhelmed by fear. 


If you have the code word BOLDE, turn to 171, 
otherwise turn to 151. 


101 


Ivak snorts. 'Fair enough, | thought you'd say that. Go 
on then, back to camp with you. We'll handle this.’ 
They turn and start whispering strategies, instantly 
dismissing you. 


Will you return to camp (turn to 139), or change your 
mind and say 'Yes' (turn to 160)? 


102 


If you had time to think about what you were about 
to do, you'd hesitate, and all would be lost, but in the 


moment, you keep running. One step, two...you're at 
the cliff edge. You leap! 


Time seems to stand still. Behind you, Skarn, oblivious 
to the fatal drop, powers on, arms outstretched 
towards you. Fingers futilely grasping for you, 
desperate to crush the life from your body. His weight 
and momentum take him first and he falls, realisation 
dawning on his face as the ground is suddenly a long 
way beneath him. 


But what of you. 


An explosion from the cliff edge just below and a 

giant wyrm bursts through the rock, startling a pack of 
Speargulls. You land heavily on its back and grab on for 
grim death. 
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102 ‘An explosion from the cliff edge just below 
and a giant wyrm bursts through the rock... 


You hear a large splintering crash from below and 
realise Skarn has reached the ground, the trees 
unwilling to break his fall. The wyrm raises her head 
and turns around. She emits a strange purring noise 
and slowly rises to the top of the cliff where you 
gratefully hop off. 


'You are brave to trust, Friend. And wise.’ Briar's voice 
echoes in your head. The wyrm continues purring and 
slowly retreats back into the cliff, leaving you alone. 


Turn to 31. 


103 


Although everything appears hopeless, you haven't 
lost hope. Your thoughts shift to another hopeless 

situation, flying high above the forest, and a hidden 
survival instinct kicked in at the back of your brain. 
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Time slows and you see the axe descending but 
somehow you feel in control of the situation. 


Somehow you know you can shape time, stop it, 
rewind it, or even displace it. There is a clarity to your 
thoughts, and you know exactly what you must do. 
Both Brin and Simep told you to find the Blood Witch, 
so you will push through whatever impossibility lies 
before you and do just that. 


Pouring the last ounce of strength you have into that 
one action, you watch as the Raiders fade away, a look 
of surprise on their faces. Except they're not fading 
away, you are! And now you're somewhere else. A 
large natural cavern, deep underground? Glowing moss 
hangs from up high as unnatural light dances in front 
of your eyes. 


You hear a strange voice. ‘Who the bloody ‘ell is that!?!' 
Then everything goes dark. Turn to 81. 


104 


You dodge behind the rock just in time as a burst of 
blue crackling energy arcs from the wand, splintering 
the stone. 


You pick up a shard of stone and an idea blooms in 
your mind. Pulling the sling from your sleeve, you ready 
it, lean out from behind cover and let it fly! 


Roll two dice. If you roll equal or under your Luck turn 
to 19, if it's over, turn to 62. 


105 


You grasp a bramble and draw blood. In moments, Briar 
appears. 


‘| heard your story. So, we've had this dance already. 
Stranger things have happened. Come, meet me 
outside the clearing, you still need to help Geralt.' Says 
Briar. 


You explain to Brin, Mungo and Simep that you have 
one thing you need to do (again), and they're welcome 
to join you. Out of curiosity, they follow. 


As you step out of the village clearing, you feel a 
rumbling under your feet and the trees start to quake, 
then a great wyrm bursts through the earth, showering 
clods of dirt and moss over you and your companions. 


'If you've done this before, then you'll know what to do, 
friend!" you can hear Briar smiling behind the glow of 
the orb. The others look at you and the giant fang- 
toothed mouth of the wyrm, hovering in front of you. 


Without hesitation you step into its maw and make 
your way down it's throat, like you've done this a 
hundred times. Which you probably have! When you 
reach the flap of skin you gently tease out the shield 
and walk back. 


The others are astounded. 


‘Well, if | didn't believe you before. | do now! I've never 
seen anything so crazy and reckless!’ Mungo says. 


You ask for the sword and Geralt dutifully regurgitates 
it. Add Ornate Sword (+4 damage) to your weapons 
slot — reunited at last! 


The wyrm bows her head to you, then slowly 
withdraws, back into the hole in the ground she came 
out of. Add Briar and Geralt the Wyrm to the Friend 
of the Forest box on your Adventure Sheet. 


'So, we have Briar, Geralt here, the orcs and the 
centaurs on our side,’ Brin says. 


‘Don't forget the water elemental, Adam will have her 
back to camp before you know it, Mungo explains. 'Do 
we have enough?’ 


‘Perhaps it's my turn to help.’ says Simep, silent until 
now. Turn to 38. 


106 


Did you succeed? If you did, turn to 13. Otherwise, turn 
back to 76 and try again. 


107 


You scramble up a nearby oak tree just as the trees in 
front of you splinter and crash as they're pummelled 
out of the ground by two meaty fists. ‘Cannot hide from 
Skarn!' the troll bellows as he bursts into the clearing. 


Ivak and Korvin run forward, screaming a battle cry and 
attack. Two crossbow bolts embed themselves in the 
troll's thick hide as Pip's aim is true. 


You let loose with your sling. But your stones merely 
bounce off its impossibly thick leathery hide (remove 

2 stones from your hunting sling pouch). Ivak takes a 
swipe across his face and is thrown across the clearing, 
an arc of blood following in his wake. This is no good. 
You leap down and draw your sword. Skarn spots you, 
his face breaking into a wicked grin. 'Skarn recognise 
you, human. Cannot hide from blood feud!" 


His attention fully on you gives Korvin the opportunity 
to go help Ivak, who is struggling to sit up, but is at 
least alive. 


Skarn attacks! Bestiary bonus applies. 
SKARN - Attack 12 - Health 25 
After three attack rounds, turn to 80. 


108 


Azrek's bolt of light hits the ground in front of you! 
There's a screech from a faraway tree as its roots are 
destroyed and you are thrown roughly to the ground 
(lose — 2 Health), right in front of Azrek himself! Turn 
to 28. 


109 


‘Not far at all.' lvak whispers. Korvin raises a hand and 
both he and Ivak crouch down. You do the same. 
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‘The smoke is coming from a clearing a mile north. 
There's a big Raider camp and | can smell a lot of 
orcs...' lvak sniffs. '...and some very large trolls.’ 


Do you have the code word BRAWL? If you do, turn 
to 241 now, otherwise turn to 58. 


110 


You make your way down the tunnel. It's smooth and 
perfectly round with odd-shaped grooves. You're 
wondering why this is when a cold blob of jelly lands 
on the back of your neck, causing you to let out a tiny 
shriek. 


You drop the jar, which shatters. But in this moment, 
you're more concerned with getting rid of whatever has 
landed on you. It's thick and gelatinous and you pull 

it off with both hands before flinging it to the ground 
where it splats on the floor. 


Oh wait, the jar, what have you done? You can still see 
a faint glow among the broken glass which starts to 
pulse. Faster and faster, until a glowing orb rises to 
hover in front of you. It's brighter now and illuminating 
your way in both directions. 


You can see the gelatinous substance all over the 
walls more clearly now. It doesn't appear to be moving, 
just... dripping. You wonder why it's there when you 
feel a rumbling beneath your feet, like an earthquake. 
Something big is moving your way! 


You turn to run but the orb slips behind you, blocking 
your path. 


Will you duck under it and run back the way you came 
(turn to 174), or wait (turn to 208)? 


mM 


'I'm not without feelings, and you have played the 
game well. If mercy is what you seek, then mercy is 
what | shall grant.’ Adam/Corle smiles and your heart 
stops. Then the world restarts. 


Your adventure ends here... 
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112 ‘Don't be alarmed by what you see. | am a 
part of this cave now...’ 


112 


'I'm The Blood Witch! she chuckles, ‘A name to instill 
fear in the hearts of my enemies. But my powers are 
from the earth, not the flesh. You may call me Wenna,’ 
says Wenna. ‘And this is my home, which you found 
with the power | gave your ancestors. Although you 
are the first to find me — you are a marvel. Our work 
together will be magnificent!’ 


You can see tiny pinpricks of light in front of your eyes, 
and you realise your sight is returning. 


‘Don't be alarmed by what you see. | am a part of this 
cave now, a sacrifice | had to make many years ago 
to survive. I'm sure you've seen worse!’ Wenna says 
deprecatingly. 


First colours, then shapes dance in front of your eyes, 
then what you initially think is a tree covered in vines, 
morphs into a person, a living moving creature made 
of plant, bark and stone. Vines snake off her in all 
directions, connecting to the mossy walls of the large 
cave you find yourself in, penetrating the rock, drawing 
down nutrients and life. You've not seen worse, but you 
think this is the most unusual. 


'I'm sure | am,’ Wenna smiles broadly. Oops, it looks like 
you said that last bit out loud. "You did, but don't worry, 
your senses will return soon. Until then, I'll admire your 
honesty! 


Will you ask Wenna what she meant about the power 
she gave your ancestors (turn to 187), or ask her about 
herself (turn to 212)? 
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It's getting dark and you watch the sky in despair as 
precious time ticks by. Then the talking stops and a 
tension runs through the trees around you. 


'We have made a decision.' A proud tree suddenly 
announces. 'Humans are not welcome here. Death is 
all they have found. But we respect your impassioned 
speeches and will allow you to leave, unharmed. The 
first humans in our long history. May you find victory 
against the Raiders.' 


Mungo looks at you. 'Well on the bright side, were still 
alive and did what no human has done in a thousand 
years!’ 


There is no bright side, friend, the Raiders will kill us all 
at first light.' Briar adds sadly. 


You look to the trees, but they are still. If you have the 
code word BONDE, turn to 175 now, otherwise you 
reluctantly follow Mungo on the path home. Turn to 
233. 


114 


Skarn is nearly on you. Leaping between two gnarled 
old trees, you slap dry branches out of your way and 
keep running. There's a howl of rage from behind, 
followed by the splintering of wood as the troll 
desperately claws at the bark to get through to you. 
'Skarn kill human!!' he roars. 


Your respite is fleeting as you realise that you're totally 
lost. With no time to think, will you run left (turn to . 
64), or right (turn to 218)? 


115 


You look at the glowing furnace. Didn't Korvin tell you 
not to get the bottle hot? A smile crosses your face 

as you imagine inflicting maximum mayhem on these 
wretched Raiders. Tossing the bottle in the furnace you 
sprint back to the treeline. 


'Hey! What are you doing!?! A beady-eyed goblin spots 
you, spraying out a mouthful of ale and dropping his 
tankard. 'Greck! There's a spy in our camp!" 


Others turn to look as you disappear into the treeline. 
Some draw swords and head in your direction, others 
run to the blacksmiths building. A cry goes up and 
carries back to the main camp. Have you done the right 
thing? 


There are three goblins on your trail and they're fast. 
Each one is outpacing you, jumping over logs and small 
rocks with ease. The little horrors have curved daggers 
and are waving them maliciously. 


Then there's an explosion. A big explosion. You don't 
even realise what's happened until you find yourself 
face down in the grass, ears ringing, surrounded by 
chunks of broken metal and branches. You pick yourself 
up and look around at the scene of carnage behind 
you. The blacksmith and tavern are gone, there's just a 


large smoking crater. Trees have been ripped up, and 
by some miracle, have missed you. A nearby boulder 
seems to have taken the brunt of the blast, saving you 
from serious harm. You get up, as do a few other lucky 
Raiders. 


Time to run! Turn to 30. 
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116 *...you saunter over to Simep who is at the 
very edge of the village...’ 


116 


With Brin, you saunter over to Simep who is at the very 
edge of the village. Her arms are performing elaborate 
gestures and strange blue light arcs between her 
hands. 


Not wanting to interrupt, you stop and wait. Magic 

is indeed being performed here. As you watch, the 
trees seem to grow and the branches stretch out and 
intertwine, forming a living barrier between the village 
and the rest of the forest. 


Her hands lower and she pauses for breath. You lightly 
cough and she turns, sees you, and smiles. 'It is good 
to see you. But I'm not sure how much help you can 
be. Unless you know magic.' Simep looks over at Brin 
quizzically. 


If you can picture something in your mind, now would 
be a good time to do it. 


Otherwise, will you offer to go with Ivak and Korvin 
(turn to 69), or travel with Pip (turn to 17)? 
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117 


You follow Pip, she knows the forest better than you. 
Together you flee as the crab slashes left and right, 
clearing trees as fast as it can. The Raiders aren't so 
restricted and take off after you. A shrill whistle and 
then another, in answer from a different part of the 
forest. 


If you have a silver whistle, you can offer to lead 
them away (turn to 3), alternatively you can follow Pip 
(turn to 206). 


18 


The crab twists its head slightly and chitters as you 
beg for your life and offer it whatever it wants. 


The lizardman barks a laugh. 'Have you learned 
nothing?' he snarls at you, settling into position and 
taking up the reins once more. 


You have learned nothing. Your adventure ends here... 


19 


You frown at the memory of Mungo's betrayal but well 
remember he saved your life as Fang Mountain was 
crashing down around your ears. You extend a hand, 
and he takes it gratefully, giving you a firm shake. 


'Don't worry, we'll get through this! Mungo says. You 
nod and he scuttles off to a dilapidated shack, resting 
against a large oak tree. 


Turn back to 50 and read on. 


120 


The trees in front of you splinter and crash as they're 
pummelled out of the ground by two meaty fists. 
‘Cannot hide from Skarn!' the troll bellows as he bursts 
into the clearing and sees you, his face breaking into a 
wicked grin. 'Skarn recognise you, human. Cannot hide 
from blood feud! 


He lumbers towards you and barely registers the first 
two crossbow bolts that embed themselves in his thick 
leathery hide. His attention fully on you gives Korvin 
and Ivak the opportunity to circle either side of the 
hulking troll as he roars a battle cry and attacks you. 
Bestiary bonus applies. 


SKARN - Attack 12 - Health 25 
After three attack rounds, turn to 80. 


121 


Almost immediately you slip and crack your head on 
the rock. In a daze, you fall to your death in the forest 
below. 


Your adventure ends here... 


122 


As night falls everyone gathers in the centre of the 
village clearing. There is no fire, for fear of attracting 
Raiders, but Simep weaves her magic and a small 
glowing orb floats over your heads emitting a faint 
light that doesn't penetrate the tree canopy above. 
Everyone is talking and sharing stories until Brin steps 
forward and motions everyone to be quiet. 


'| have some news, Brin intones. You look around and 
see Adam, a sad look on his face. It's then you realise 
that someone is missing. 


‘Mungo died today, defending our village. He and Adam 
were on a mission to infiltrate the Raider's camp but 
were ambushed by a wild lizardman on a giant crab; 
He pauses, 'Mungo sacrificed his life so Adam could get 
away. He shall not be forgotten.’ 


There's an explosion of chatter as everyone starts 
talking at once. Brin raises his hands again and the 
group falls to silence. There will be time to mourn later. 
For now, | need to know what you have seen, what 

you have learned and who you have killed,’ he looks at 
everyone in turn. Pip, let's hear what you have to say 
first.’ 


Brin goes from one villager to the next, listening, asking 
questions and gathering information. By the end he 
thanks everyone, and they all retire for the night. 


'Here, you need to eat,’ Brin says and hands you some 
tubers and a cup of water. ‘Trust me, they're delicious, 
Adam picked them himself!" Brin smiles as you eye the 
tubers dubiously but makes no further comment. 


'We need to talk about Azrek,' Brin whispers 
conspiratorially. 'From everything I've heard today, his 
forces are immense. When he finds us, we'll be crushed, 
and | can't see how we can stop that.’ 


For a moment, Brin looks lost, staring into space. Then 
his eyes gain focus once more and he looks at you. ‘Get 
some rest. | think tomorrow will be make or break.’ He 
smiles weakly and leads you to an empty hut. 


Inside is a makeshift bed which you sit on and 

ponder the day. Everything seems hopeless and you 
absentmindedly bite into the tuber. It's surprisingly 
delicious and for a few moments you forget all your 
troubles, devouring it in two bites (restore your Health 
to 16 and Family Luck back to 2). 


With nothing more to do, you decide to get some well- 
earned rest. Who knows when you'll be able to sleep in 
a bed again? You close your eyes and in moments you 
are asleep. Turn to 100. 


123 


‘Is this your doing?’ a voice whispers, sending dread 
into your very bones. You're too afraid to turn around... 


If you have the code word AFIRE, turn to 176. 
Otherwise, read on. 


‘| care not for this; no nortal will control mel the voice 
' 
Nisses. 
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A great fear consumes you, stopping your heart 
instantly. Make a note of the code word BADLY on 
your adventure sheet — this code word is permanent 
and remains on your adventure sheet, even if you start 
a new adventure, with a new character. If you already 
have it written down, you don't need to add it again. 


Your adventure ends here... 


124 


Your luck can't hold forever. You twist your ankle on a 
hidden rock and fall. Hard. Reduce your Health by — 2. 


‘Get up!!' Korvin shouts out of nowhere. 


You scrabble, dazed, to your feet. An arrow takes a 
Raider in the eye, and he falls in front of you. Other 
Raiders are making their way through the grass in your 
direction. You draw your sword and face your enemy, 
fight one at a time. Bestiary bonus applies. 


ANGRY RAIDER - Attack 7 — Health 7 
MOTTLED GOBLIN - Attack 6 - Health 6 
HOOF-FACE ORC - Attack 8 - Health 7 


If you win, turn to 71. 


125 


Suddenly Pip's eyes widen and she flings her arms 
around you. 'You survived! How wonderful! How on 
earth did you get out? Is your friend ok? The last I 
saw you were running into the Fang Hound nest. Mind 
you, it was preferable to the frost giant who smashed. 
his way into the arena after you left. What a mess! | 
should thank you really. | got away after your escape 
caused all that confusion. | told you that didn't |?' 


Pip talks some more and when she runs out of steam 
you begin to answer her questions and tell her your 
story. She listens intently and pats your arm when you 
tell her of Dran's fate. ‘Too bad. He seemed nice; Pip 
sighs. Turn to 144. 


126 


Your sword pierces the flesh of the Roc and with a 
screech the bird's claw lets you go. You fall, your sword 
wrenched from your grip as it remains stuck in the 
giant bird of prey (remove your current weapon from 
your adventure sheet). 


Crashing through the trees you land badly with a 
sickening crack. Turn to 154. 


127 


Roots burst from the ground at your feet. ‘We hear your 
request and grant it! a voice from the trees whispers 
around you. 


More thrust up through the earth and you find yourself 
picked up and carried by a series of thick gnotty roots 
that continually push up through the earth in front of 


you, shoving Raiders roughly aside and jostling you 
forward on their momentum. 


A shrill cry from above and a Roc, a gigantic bird of 
prey, circles then dives. Azrek is just ahead of you now, 
you can see his eyes glinting beneath the hood he 
wears. 


‘Destroy Zandok's killer!’ he shouts at the bird, but 

a sudden whirlwind engulfs the beast and carries it 
away, wings wildly flapping as it tries to gain control 
before it's dashed against a tree. The air elementals are 
protecting the skies! 


With a curse, Azrek points both his hands in your 
direction and a violent arc of blue light zig zags 
towards you. 


Roll two dice. If you roll equal or under your 
Perception turn to 54, if it's over, turn to 108. 


128 


Thank you for sharing your story. | sense the truth of 
it and will do what | can to help you in your cause. My 
name is Briar, when you need me, | will stand with you.’ 


With that, the brambles slowly part and a path 
appears, guiding you back into the forest. Standing, 
you thank your mysterious new friend and leave the 
safety of the circle. 


Add Briar to the Friend of the Forest box on your 
Adventure Sheet. 


The forest is quiet here and the Raiders are nowhere 
to be seen. Making your way through the ancient 
trees, it's not long before you decide to stop for a rest 
against a large rock. 


Then your heart sinks as you once more hear the 
familiar sound of barking hounds and angry Raiders. 
You stand on wobbly legs and stumble down the trail. 
It's not long before you hear running water. 


Turn to 234. 


129 


Mungo smiles as you approach. ‘All set for some fun?! 
Mungo jokes. Orcs and centaurs mill around you, some 
sharpening weapons, others laughing and trying not to 
show their apprehension. 


Then a shout goes up which is carried from scouts and 
runners throughout the village — ‘portals! — and then 
you realise, along with everyone else, just how the 
Raiders managed to arrive so quickly and undetected. 
Magic. 


Large trolls emerge from portals on all sides of the 
village and crash through defences, volleys of arrows 
barely slowing them down, followed by orc, goblin and 
human Raiders. 


Mungo shouts and rushes forward, along with a large 
contingent of orcs and centaurs, all yelling, high on 
bloodlust. You follow their lead and meet the first 
Raider to leap into the camp 
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LUCKY RAIDER - Attack 7 - Health 10 


If you win, you turn and dodge a nasty swipe from an 
axe, 


BESERK RAIDER - Attack 8 - Health 8 
If you win, turn to 142. 


130 


You creep through the long grass, the Raiders 
merriment jars with the peaceful chirrups from the 
forest above. Reaching their barbed long saws, piled 
haphazardly one atop the other, your anger only grows 
at the decimation of this natural oasis. 


Carefully removing the stopper, you pour the liquid on 
the pile of saws, and they immediately catch alight! 
The troll, hefting a large barrel of liquor, drops it on 
his toes in surprise. Between curses he points in your 
direction, and the flames. A spy! 


Time to run! Turn to 30. 


131 


With no way of controlling the crazed crustacean, you 

hang on as best you can. The crab is angry and blindly 
lashing out, taking a handful of Raiders out of the fight 
with its enormous pincers. Another cheer goes up, this 
time it's for you! 


Add 1 Reputation Point to your Adventure Sheet (tick 
the crab rider box). 


But all good things must come to an end and with an 
unexpected movement the crab manages to throw you 
to the ground. Winded, it takes you a moment to push 
yourself to your feet, only to see the crab scuttling 
sideways back in your direction, one claw reaching 
towards you! 


You fumble for your sword, but disaster, it's lying 

at your feet from the fall! You raise your hands in 
desperate defence and hear a ‘schlupp!’ but the claw 
never closes on you. 


‘Come on!" Mungo says, picking up your sword and 
handing it back. ‘Let's finish this together.’ he says, 
standing over the severed claw, a flaming axe in his 
hand. Where did he get that? Bestiary bonus applies. 


WOUNDED CRAB - Attack 10 - Health 10 


If you win, turn to 173. 


132 


You want to run, but Pip isn't sure. Suddenly a huge 
claw crashes through the branches above you, 
showering you and Pip with twigs and branches. The 
crab scuttles forward, startling the lizardman who 
hadn't seen you. 


From behind the crab, a group of Raiders fan out and 
run towards your position. 


‘| think you're right!’ says Pip. ‘Let's run!’ 
Turn to 117. 


133 


What to do? You look at Mungo, who shrugs. A 
moment later the branches in front of you part and a 
path opens. Tentatively you step forward, followed by 
Mungo. There is only one way to go, so you make your 
way carefully between the trees as branches block any 
other diversion. 


After a few hundred yards, it opens out into a clearing. 
Turn to 167. 


134 


The ground beneath Azrek suddenly explodes and 
Geralt the Wyrm bursts upwards, taking Azrek in her 
enormous toothy maw, in one gulp. 


She belches loudly then slowly returns to the hole in 
the ground. All across the camp, the portals start to 
wink out, unfortunate for some Raiders who are only 
halfway through them at the time... 


Your allies, realising that something has changed, 
scream a victory cry and push back against the Raiders. 
‘Azrek is dead! shouts Brin. 'For the forest!!!" 


Your allies, buoyed by your success, rush forward. 
The tide has turned. A few Raiders start to drop their 
weapons and run, causing a ripple effect through your 
enemy as more and more abandon the fight and flee. 
But the forest is not forgiving. Vines and branches 
swoop down, catching running enemies and pulling 
them towards a terrible fate. Brambles snake up and 
snare unsuspecting legs, winding around faces and 
necks. You look away. 


‘This is nature's work, friend.’ Briar's voice coos softly in 
your ears. And nature is cruel.’ 


Turn to 226. 


135 


'Oh. A shame.’ You tense, waiting for trouble, but the 
thorns retreat, and a clear path opens in front of you. 
There's a small tremor in the ground beneath you 
then all is quiet. Deciding not to push your luck, you 
tentatively make your way down the passageway of 
brambles, expecting something horrible to happen at 
any moment, but your exit is without incident. 


Leaving the brambles behind you find yourself on an 
old game trail. Ancient trees tower all around you and 
small creatures scatter and hide as you tramp along. 
All is quiet and for the first time in many days you feel 
safe. You stop for a rest against a large rock. 


Then your heart sinks as you once more hear the 
familiar sound of barking hounds and angry Raiders. 
You stand on wobbly legs and stumble down the trail. 
It's not long before you hear running water. 


Turn to 234. 
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136 


‘Friend!’ a voice in your head startles you. It's Briar! 'Do 
you trust me, friend? Will you take one more ‘leap of 
faith’ with me? Briar giggles. 


You burst through the edge of the forest and the 
cliff is in front of you. Then there's a loud ‘kerrack!' as 
protesting trees give way behind you, followed by a 
heavy 'Thoom! Thoom!' as the troll's fat leathery feet 
slap on the rocky ground. 


Will you take a ‘leap of faith’ with Briar (turn to 102), or 
turn and fight (turn to 51)? 


137 


'l am the person that just saved your life. This is my 
river and | do not take kindly to people throwing 
bodies into it.' she explains. 


The Witch spoke of your coming in my dreams — ‘The 
one who broke Fang Mountain and let the Raiders 
loose in our forest is near, she holds her hands up to 
stop your protests. 'Yes! Yes! | know you saved us all, 
and we are grateful. But there have been unforeseen 
consequences, she pauses gravely, ‘Consequences 
with responsibilities. For you. Now come, the villagers 
will want to meet you. Follow the water and you'll find 
them. We will see each other again, | am sure.’ 


And with that she melts back into the river, leaving 
you alone. Add Water Elemental to the Friend of the 
Forest box on your Adventure Sheet. 


You wonder if you should follow the river when you 
notice a grass snake made entirely of water glide 
through the muddy grass towards the trees. Intrigued, 
you decide to follow. The snake seems to know where 
it's going and moves at a fair pace. After an hour 
wending your way through the dense forest, the trees 
open out on a small clearing. 


The snake turns and looks at you, then melts into the 
grass, its job done. 


Turn to 50. 


138 


A root bursts through the soft earth below, wrapping 
itself around the elf's wand hand and tearing it 
savagely down. The spell broken, the elf falls to her 
knees, gasping in pain. But there is no respite. Vines 
snake down from the branches above and wrap 
themselves around the stunned elf, pulling her away 
into the trees. Her screams end abruptly and all you 


can here are the cries and clash of steel from the camp. 


You hear the snap of dried branches and ready 

your sword, but a gnarled tree breathlessly lumbers 
towards you from the shadows. 'We would have been 
here sooner, but roots aren't made for walking.’ The 
tree says. You mumble a thank you, but the tree is 
heading past you towards the village. You can see 
other trees slowly making their way through the forest. 
Reinforcements! 


You race back towards the village, turn to 216. 
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139 


You trudge back through the long grass towards the 
village and your thoughts stray to your family. It's 
been a while since you've thought about them. It's 
only been a matter of days, but it feels like a lifetime 
ago. And what of your father? Is he trapped in another 
realm? How can you find him again? You have so many 
questions. 


Lost in your thoughts you don't even see the Raiders 
until you almost walk into the breastplate of a large 
orc warrior. She seems surprised and unsure at your 
apparent nonchalance. Her three companions eye you 
suspiciously. ‘Which group are you with?' The warrior 
snarls. 


Will you draw your sword (turn to 148), tell her to 
mind her own business (turn to 178), or show her a 
silver whistle and map - if you have them in your 
backpack (turn to 220)? 


140 


Pip smiles as you approach, goes to say something, 
then stops. Brin is sharpening his sword and doesn't 
look at either of you. 


Orcs and centaurs mill around you, some sharpening 
weapons, others laughing and trying not to show their 
apprehension. 


Then a shout goes up which is carried from scouts and 
runners throughout the village — ‘portals! — and then 
you realise, along with everyone else, just how the 
Raiders managed to arrive so quickly and undetected. 
Magic. 


Large trolls emerge from portals on all sides of the 
village and crash through defences, volleys of arrows 
barely slowing them down, followed by orc, goblin, and 
human Raiders. Rushing through the gaps towards you 
and your allies. 


Brin is the first to react and runs forward, wildly 
swinging his sword left and right, cutting down 
enemies with each blow. Pip aims and lets loose with a 
crossbow bolt, then draws a curved scimitar from her 
back and rushes forward. All around the battle is joined 
as your allies' clash steel with enemy Raiders. 


A Raider leaps forward and attacks! 
CYCLOP RAIDER - Attack 8 - Health 8 


If you win, you duck under a morning star as it whistles 
over your head. The Raider snarls and attacks you. 


GRIZZLED RAIDER - Attack 9 - Health 6 


If you win, you pause for breath and realise your enemy 
has retreated. Brin and Pip step towards you, both 
sensing some imminent danger. They're right. 


The trees in front of you are pulled up by their roots 
and dashed to the ground as an enormous fleshy green 
troll lumbers into the clearing. His small glittering eyes 
just visible underneath his pronounced brow. 


‘Turn you all into jam!" he bellows. 


Oh no. It's Skarn. 


He absently flicks his arm, crumpling a centaur. Then he 
looks around and sees you. Realities flicker and blend. 
He looks at you again, confused, before recognition 
crosses his gimlet eyes. 


'‘Bloodfeud!’ he shouts before blundering towards you. 
Pip and Brin fan out either side of him, leaving you 
facing the charge of the terrible troll! 


Will you stand your ground (turn to 191), jump left (turn 
to 240), or jump right (turn to 67)? 


141 


You've never tried to use your Family Luck before, 

it's always something that just happened when 

you needed it. You're not even sure if what you're 
attempting is possible. But your mind is clear, and 

your only thought is on surviving! You channel all your 
thoughts and energies into staying alive. Nothing more. 


As you look down on the river far below and the thick 
green trees that spread out as far as the eye can 

see, you wonder what death will be like, but then 

you realise that you're no longer falling. Somehow, 
whatever you did, worked! 


Three surprised Raiders sail past you and fall through 
the forest canopy. Their death a hidden mystery of the 
cracking branches that fail to break their fall. 


You gently glide down, over the river and onto the 
muddy bank at the bottom of the waterfall. You fall 
to your knees and kiss the grass at your feet, the 
sweetest grass you've ever seen. Somehow, you're still 
alive! 


You try and remember what it is you just did, but the 
thought of it is alive and elusive. Every time you try 
and pin it down it seems to wriggle free. Something 
inside your head has changed, but you're not sure 
what. What you do know is that your ‘Family Luck’ 

is more powerful than you realised, and with more 
practice you wonder what else you could do? For now, 


remove both your Family Luck points and make a note 
of the code word BLESS. 


Your thoughts are interrupted by a large splash, turning 
you see a woman made of water, covered head to toe 
in shimmering spiky shell armour, climb up onto the 
riverbank and stride towards you. 


'I would have saved you, but you had to be punished 
for spilling blood in my river. Even if it was Raider 
blood.’ she says. 


This is the creature that nearly killed you! Will you 
attack her (turn to 88), ask her who she is (turn to 
137), or thank her for 'the lesson’ (turn to 210)? 


142 


The Raider's suddenly retreat. Some of the orcs look 
around and start cheering. But their hope is fleeting. 
The trees in front of you are ripped apart like paper 
and a monstrosity from the watery depths comes 
scuttling into the clearing. 


Realities fold in on themselves and you remember 
battling this hellish creature only yesterday — a crab 

of nightmarish size. Its shell pockmarked with dents 
and gouges and an assortment of rusty weapons 
embedded in it. Two ball-like black eyes on thick stalks 
swivel this way and that. Sitting on top of the crab is 
the lizardman, laughing manically as he pulls on the 
crab's reins. 


But this time, it's not just you and Pip facing this 
abomination. A volley of arrows rains down on the crab. 
Most bounce off, causing no harm, but the lizardman is 
not so lucky and takes an arrow in his shoulder. 


Screaming in pain, he leaps down and starts to scythe 
his way through the enemy army in front of him. The 
crab, suddenly without a master, starts attacking orc 
and centaur alike with a dreadful Snip! Snip! of its 
claws. 


Will you attack the crab (turn to 46), or have a 
showdown with the lizardman (turn to 97)? 


143 


‘Because we are the ‘all-seeing, all-knowing’ Mystic 
Gnomes, sorry Stones. You and Wenna don't remember 
anything, but we do. It's a curse knowing everything, 
let me tell you!" Alf huffs. 


‘That's ‘ow we found out about Wenna in the first 
place, she asked for our 'elp from beyond, we refused, 
because we were proud and stupid, then ended up 
turned to stone out of spite and plonked on a shelf! 
Burt explains. 


You tell them they should have seen that coming 
if they were all-knowing, and for the first time, the 
stones are silent. 


Will you ask them how to break the cycle (turn to 55), 
or ignore them and find Wenna (turn to 204)? 
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144 ‘It's a crab of nightmarish size... 


144 


In companionable silence you make your way along 
game trails and thread your way through ancient trees. 
A few times you stop and survey a scene of devastation 
— trees ripped out of the ground, seemingly at random. . 
‘Raiders are tearing down the forest in so many different 
places, it's hard to keep up.' Pip frowns. 


In the distance you can hear cracking wood and cruel 
laughter. This forest has stood for a thousand years, 
and these fools are tearing it down in days. Well not if 
| can help it!' Pip says with determination. 


You press on until Pip motions for you to stop. 
Crouching behind a large rock, you peer around it 

and see the trees in front of you have been thinned. 
Then you gasp at the monstrosity in the clearing 
behind them. It's a crab of nightmarish size. Its shell 
pockmarked with dents and gouges and an assortment 
of rusty weapons embedded in it. Two ball-like black 
eyes on thick stalks swivel this way and that, surveying 
the treeline, looking for the next trunk to rend in its 
oversized claws. 


Sitting on top of the crab is a lizardman, laughing 
manically as he pulls on the crab's reins. Directing 

him towards your position. 'I'm going to need a bigger 
crossbow...' Pip gasps. 


Will you suggest: 
e you and Pip circle around either side of the crab 
and attack from different sides (turn to 190)? 


* Pip harries the crab from the tree with her crossbow 
while you mount a frontal assault (turn to 177)? 


e you both run and live to fight another day (turn to 
132)? 


145 


You spy a gap in the Raiders in front of you and 
without a thought for your own personal safety, push 
through, abandoning the relative safety of your allies. 


Your friends cry out for reinforcements as you find 
yourself jammed within a group of Raiders, surprised 

at your sudden appearance. A few try and raise their 
weapons, but everyone is so tightly packed all they can 
do is snarl and curse you. 


Will you duck down and see if you can crawl away 
(turn to 242), or push on (turn to 179)? 


146 


An ornate dagger grazes your arm (reduce your Health 
by — 2). You curse and turn to see a robed elf disappear 
into the forest. The robed elf you encountered at the 
Raider camp with Ivak and Korvin! Didn't you? Time has 
been filleted and shuffled. Who can know for sure? 


Will you chase after her (turn to 209), or carry on the 
fight here (turn to 216)? 


147 


The light leads you away from the smoke and the main 
Raider camp which you're slightly relieved about, but 
where is the jar taking you and what is Taplin up to? 


The trees abruptly end, and you find yourself at a cliff 
edge, looking down at a sea of trees, far below. The 
light wants you to climb down. Well. You've come this 
far. 


Will you look around for a suitable way down (turn 
to 95), or throw caution to the wind and just start 
climbing (turn to 121)? 


148 
In reply, the group draw their own weapons. 
Fight one at a time. Bestiary bonus applies. 
ORC RAIDER - Attack 7 - Health 8 
GOBLIN COOK - Attack 5 - Health 4 
GOBLIN CARTOGRAPHER - Attack 4 - Health 7 
ORC WARRIOR - Attack 9 - Health 8 


If you win, turn to 78. 


149 


....wake up....! 


Turn to Tl. 
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The crab finally wrenches its trapped claw free and 
pivots on the spot, looking for you. The speed at which 
it moves dislodges you and the lizardman, and you 
both tumble off the back of the shell to the soft grass 
below. 


Dazed, you try to stand, but the crab is already on you, 
and with lightning speed a barbed claw cuts in your 
direction. 


Roll two dice. If you roll equal or under your Agility 
turn to 223, if it's over, turn to 158. 


151 


‘Beware the Maiden! Brin shouts, suddenly free of her 
influence. 


An immense fear washes over you. You feel impaled by 
it and cannot move. Slowly the Maiden raised a hand 
and points a finger at you. The fear you feel causes 
you physical pain (lose — 2 Health). Then the Maiden 
steps back, fading into the forest. As the wave of fear 
subsides you almost collapse onto the grass. You look 
up to see other villagers stepping out bleary eyed into 
the clearing. 


Brin helps you up. ‘I've seen the Maiden only once 
before, whoever it points at will die, and die soon. 
That's you and me! Listen, | had a dream last night. We 
must find the Blood Witch-' 


Whatever Brin was about to say is cut short as an 
arrow pierces his neck and he falls to the ground. 
Dead. 


Simep lets out an ear-splitting wail and starts casting a 
spell. Shields of light appear above you and the other 
villagers' heads as more arrows rain down, only to be 
repulsed by the shields. 


To arms! lvak shouts as Raiders pour into the village 
clearing. 


You don't have time to register what just happened as 
two Raiders leap over the tree-line defences and attack 
you. Fight one at a time. 


ONE-EYED RAIDER - Attack 7 - Health 8 
BULKY RAIDER - Attack 8 - Health 10 


If you win turn to 15, if you lose turn to 154. 


152 


‘No. Death is too good for you.’ 


And with that Corle/Adam restarts the world, but not 
with you in it, an unspoken spell sends you spiralling 
between realities. You fall through unexplainable 
landscapes before landing with a thud in a familiar 
cave. 


'Oh no, not you again! Burt says. 


Turn to 86. 


153 


You wave your sword at a nearby tree and swear you 
hear a distant chuckle. 


‘What do you hope to do with that!?!' Mungo gasps. 
‘We have to get Briar back! 


Do you have a sharp sword (+3 or +4 damage)? If you 
do, turn to 192. 


Otherwise, you can climb a tree and find out where 
she's being taken (turn to 98), or race after Briar and 
attempt to catch up (turn to 249)? 


154 


You lie on your back, mortally wounded. The sounds of 
battle fading in your ears. The Maiden told it true. Your 
death is near. A body slumps down next to yours but 
you can't see who it is. Then a warm hand grasps yours, 
claws digging into your flesh. 


'I had a dream last night!’ the voice gasps, it's Simep. 
‘You must find the Blood Witch, all is not lost. She can 
save us, save us all. Ack!-' a sword thrust finishes Simep 
and you are alone, staring through a mist at a group of 
smirking Raiders. 


‘We've waited a long time for this!" one spits as he 
raises his axe. ‘Where do you think you go when you 
die?' he shouts, and the others laugh. 


Do you have the code word BLESS? If you do, turn to 
103. Otherwise turn to 53. 


155 


Oh no, you mistime the jump! But before you can land 
in a clump of spiky thorns, the brambles retreat, and 
you land in a heap on soft grass. 


‘You could have hurt me,’ a voice says sadly. ‘Please 
leave.’ 


Getting up, you carefully make your way out of the 
circle. Behind you the brambles form a wall, blocking 
your way back into the circle, not that you'd want to go 
back! 


With a sigh you carry on. Savouring your momentary 
respite, you soon find yourself on an old game trail. 
Ancient trees tower all around you and small creatures 
scatter and hide as you tramp along. All is quiet and 
for the first time in many days you feel safe. You stop 
for a rest against a large rock. 


Then your heart sinks as you once more hear the 
familiar sound of barking hounds and angry Raiders. 
You stand on wobbly legs and stumble down the trail. 
It's not long before you hear running water. 


Turn to 234. 
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156 


Skarn bellows as your sword sinks deep. But you know 
from experience he heals fast. Brin and Pip continue to 
rain down blows on either side and they've been joined 
by others, confident the troll will continue to bother 
you and not them. 


Fight Skarn! Bestiary Bonus applies. 
SKARN - Attack — 10 - Health 10 
Every three rounds add +1 Health back to Skarn. 


When you have reduced Skarn's Health to O or lower, 
turn to 94. 


157 


Without thinking your hurl the small bottle down. At 
the back of your mind you can hear Korvin telling you 
‘not to shake it! Is this worse? Yep. 


The bottle shatters and flame immediately spreads, 
igniting the spilt alcohol, criss-crossing underfoot, 
sending Raider's screeching in pain as the flames lick at 
their boots. Whoever is behind you has gone, all hopes 
of killing you abandoned it seems. Running off at full 
speed into the forest, you recognise her — it's the robed 
elf you spotted earlier in camp. But why is she running? 
You follow the flames as they make their way to the 
barrels- 


-all you can hear is a ringing noise. Then screams and 
shouts for help. You sit up, dazed, staring at other 
people who are also sitting up, surrounded by broken 
wood and twisted metal. Why are they angry? Then it 
comes back to you. Raiders! Reduce your Health by — 
2 


There are flames everywhere and you make out a group 
of trolls attempting to put out a fire at the Blacksmith 
hut. 


There's the killer!’ a goblin screeches, pointing at you. 
Time to run! You stagger up on jelly legs and weave 
towards the treeline and, you hope, safety. Turn to 30. 


158 


The crab grabs your leg and hauls you up. Finding 
yourself staring into its jet-black alien eyes you realise 
this sadistic creature is going to make you suffer! 


The lizardman is slowly making his way back up the 
shell of the crab. You don't have much time. Will you 
try and reason with the crab (turn to 118), or use your 
sling (turn to 47)? 


159 


There's a buzzing in your head. You've been in this 
village before, seen all of these people. Laughed with 
them, cried with them, died with them. Haven't you? 


If you have the code word BLURR, turn to 239. 
Otherwise, you shake your head clear of these strange 
thoughts...turn back to 50. 


160 


Ivak smiles. 'Good. | knew you'd see sense. Now getting 
there should be easy. They don't actually have any 
scouts or guards. How ballsy is that? But once that fire 
is lit, they'll be on you like a Troll on cheese.' 


‘You know | don't like those lazy stereotypes, 

Ivak. You're better than that.’ rebukes Korvin. lvak 
mumbles an apology and has the good grace to look 
embarrassed. 


Korvin carefully hands you a small bottle with a pale 
liquid in. ‘Pour this on anything and it'll catch light, so 
be careful with it. Try not to shake it. Or get it hot. Or 
open it more than once!’ he says. You nervously add the 
small bottle of pale liquid to your backpack. 


With nothing more to say, you get up and start to 
creep through the thick press of trees. The grass 
comes up to your knees and you warily step over rocks 
and roots hidden under foot. A lone speargull shrieks 
and flaps its wings rapidly as it takes off through the 
canopy of branches above. You tense and crouch, 
partially hidden by the grass but you sense nothing 
untoward and carry on. 


Crouched low behind a large, ragged boulder you hear 
the shouts and bark of orders from the camp before 
you see it. Other sounds assail your ears. A clang of 
metal on metal as a blacksmith knocks some dented 
armour back into shape, the methodical thud of an axe 
on wood and the familiar crick-cracking as a tree falls. 
You also hear hooting laughter, singing and merriment. 
It seems all life is here, slowly gouging its way through 
the forest, creating a new home for the Raiders. 


Glancing over the boulder you can make out the 

wood cutters steadily making progress towards your 
boulder. Behind them the new edge of camp is forming 
organically. A makeshift tavern has set up for business 
made out of four poles, a big cloth and barrels of 
liquor, next to an industrious troll and his team of 
goblin blacksmiths. A few humans and a robed elf are 
milling about but look out of place and soon disperse 
back to the main camp. 


‘Right, you lot! Ten-minute break. Let's crack open 
a barrel!" the Troll shouts, and everyone stops what 
they're doing and heads towards the tavern. 


This could be your opportunity. 


Will you creep towards the blacksmith (turn to 25), 
towards the tree cutters equipment (turn to 130), or 
the tavern (turn to 172)? 


161 


Ivak, wiping blood from his nose, staggers towards Pip. 
All we've done is run! We need to make a stand!’ 


‘We are making a stand! Look, we're not going to win 
against a troll that can regenerate, but we can beat 
him another way. Remember the cliffs.’ Pip counters. 


Recognition dawns on lvak's face and he looks in your 
direction. 'Yes! Skarn hates you" 
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You look around and Pip grabs your arm. ‘The cliffs are 
over that way. Just run, hopefully blind hate will lead 
the troll right over them. Go! Pip shouts and pushes 
you towards the general direction of the cliffs. 


With no choice, you run. Leaping over small rocks and 
bushes, you take a glance back and see the lumbering 
troll heading towards you. He's slow to start but as his 
legs stretch out his pace increases. Oh no, he might 
actually be faster than you! A deep grating chuckle 
emanates from deep within his stomach as he lollops 
along. 


You reach a dense patch of old trees, and two small 
game trails demand your attention. Will you take the 
left trail (turn to 114), or the right trail (turn to 33)? 


162 


You close your eyes and wait for the inevitable. The 
screams of three Raiders whistle past you. 


Something isn't right. 
You're not moving. 


You quickly open your eyes to find you're suspended 
in mid-air. The giant hand that had only moments ago 
flung you off the waterfall has risen from the river far 
below and caught you. What have you done to earn a 
reprieve? 


Slowly it lowers you down to the muddy bank at the 
bottom of the waterfall. Whatever the reason, you're 
glad to be alive. Once both your feet are on dry 
land, the hand changes into a woman, made entirely 
of water, and dressed in spiky shell armour. An eel 
wriggles free of her boot and sploshes back into the 
river. 


'You needed a ‘lesson’ for spilling blood in my river. 
Even if it was Raider blood.' she says sternly. 


Will you thank her for the ‘lesson’ (turn to 210), attack 
her (turn to 88), or ask her who she is (turn to 137)? 


163 


Wenna looks at you, her eyes burn their way into your 
brain as if reading your thoughts. Then she looks away. 


'A shame.' Wenna sighs. 


Vines snake down and latch on to you, then a pain so 
excruciating you nearly blackout. 


'If you won't help me, you'll feed me.’ Wenna sneers. 


Your adventure ends here... 


164 


‘A good question. We are of the forest, and yet not in 
the forest. Slightly to one side of time and reality, but 
still connected.' The voice chuckles. 'Now you'll want to 
ask me who | am, no doubt!’ 


Turn to 112. 


165 


You move, but not quick enough. The lightning 
crackles against your left arm (lose — 3 Health). You 
cannot stop me. No-one can stop me. | am Azrek. | am 
unstoppable!’ Azrek screams. 


If you're still alive, do you have Geralt the Wyrm 
ticked as a Friend of the Forest on your Adventure 
Sheet? 


If you do, turn to 134, otherwise, turn to 194. 


166 


Your hand barely touches the hilt when a fear so great 
washes over you, stopping your heart instantly. 


Make a note of the code word BADLY on your 
adventure sheet — this code word is permanent and 
remains on your adventure sheet, even if you start a 
new adventure, with a new character. If you already 
have it written down, you don't need to add it again. 


Your adventure ends here... 
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Faces in the trunks are contorted in anger... 


167 


At first you think the clearing is empty, but then you 
realise the trees surrounding it are alive. Faces in the 
trunks are contorted in anger and a lively discourse 
is currently underway between them. Occasionally 

a branch from one tree is swiped across another as 
feelings escalate. 


Then a long branch deposits Briar onto the earth with 
a 'plop!' and you and Mungo step forward and pick her 


up. 
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‘Thank goodness you are alive, friends.’ Briar says. ‘In 
case you hadn't realised, the parliament of wood are 
discussing how to dispose of us. The more painful the 
better I'm afraid.’ 


Will you address the parliament (turn to 14), or ask 
Mungo and Briar what they think you should do (turn 
to 65)? 


168 
The lizardman has his back to you. 


Roll two dice. If you roll equal or under your 
Perception turn to 215, if it's over, turn to 201. 


169 


The elf, surprised, quickly raises her wand and lets out 
a burst of blue crackling energy which arcs harmlessly 
over your head. A concealed dagger drops into her 
other hand and the fight is joined. Bestiary bonus 
applies. 


ROBED ELF - Attack 10 - Health 10 


If you win, you stand breathless, surrounded by death. 
A quick search of the elf reveals a broken wand (which 
you discard) and a large healing potion (+8 
Health). 


The distant cries from the village ring in your ears and 
you race back. Turn to 216. 


170 


Before the crab can strike again, you roll under his 
mottled shell and stab upwards with your sword. The 
crustacean screams in agony and scuttles sideways. 
The lizardman, attempting to climb back on his unusual 
mount, once again falls off with a howl of rage. 


You scramble to your feet and make for the safety of 
the trees. Then you run! Add 1 Reputation Point to 
your Adventure Sheet (tick the evil crustacean box) 
and turn to 236. 


171 


'Beware the Maiden" Brin shouts to the camp, suddenly 
free of her influence. 


An immense fear washes over you, a familiar fear. 
You remember the unspeakable horror lurking in the 
tree and as you do, you think you see a flicker of 
recognition in the Maiden's face. 


Against all your instincts you take a step forward. 
The Maiden flinches and steps back, fading away into 
the forest. As the wave of fear subsides you almost 
collapse onto the grass. 


'H-How did you do that!?!' Brin asks. You look up to 
see other villagers stepping out, bleary eyed into the 
clearing. 


'l've seen the Maiden only once before, whoever it 
points at, will die, and die soon. That's you and me! 


Listen, | had a dream last night. We must find the 
Blood Witch-' 


Whatever Brin was about to say is cut short as an 
arrow pierces his neck and he falls to the ground. 
Dead. 


Simep lets out an ear-splitting wail and starts casting a 
spell. Shields of light appear above you and the other 
villagers' heads as more arrows rain down, only to be 
repulsed by the shields. 


To arms! lvak shouts as Raiders pour into the village 
clearing. 


You don't have time to register what's happened as 
two Raiders leap over the tree-line defences and attack 
you. Fight one at a time. 


ONE-EYED RAIDER - Attack 7 - Health 8 
BULKY RAIDER - Attack 8 - Health 10 


If you win turn to 15, if you lose turn to 154. 


172 


Crouching low, you make your way around the treeline 
behind the makeshift tavern. There's merriment on the 
other side of the barrels and you gently lift the small 
bottle that Korvin gave you, ready to use it. 


No such luck. A dagger tip presses sharply into your 
back, enough to draw a drop of blood and to let you 
know that whoever is behind you, means business. 
‘Slowly now. Let's get you to the party, shall we?' hisses 
the person behind you. 


Arms up, you are marched into the clearing where 
the laughter coming from camp stops immediately. 
The Raiders drop their half-full tankards and stand-up 
straight. 


Whoever's behind you is important, and they address 
the now silent crowd. This is why we need guards and 
scouts. This.... miscreant, was about to do some nasty 
business with your barrels. Does anyone recognise 
who this is? It doesn't matter, | don't care. You find an 
enemy, you finish them! 


You feel the arm behind you tense and your life is 
suddenly measured in mere moments. 


Will you spin around and attempt to deflect the blade 
(turn to 22), or desperately throw the small bottle 
you're holding against one of the dropped tankards 
(turn to 157)? 


173 


The crab skitters sideways then collapses from its 
wounds. Nearby Raiders hesitate and your forces 
press the advantage, cutting through their suddenly 
demoralised ranks. 


'Have | ever told you how much | detest crabs?’ Mungo 
says. Then hacks at a nearby Raider. You bark a laugh 
and rejoin the fray. Turn to 216. 
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Unsure if it's a trap, but not waiting to find out, you 
run! The glow doesn't move and slowly darkens behind 
you, you sense disappointment, but have no time to 
ponder it — the tunnel is shaking more violently, and 
something is moving through the tunnel at speed. 


You don't get any further as an impossibly large mouth 
swallows you whole and you find yourself tumbling 
down into the gut of a giant wyrm. 


Your adventure ends here... 


175 


You are about to leave when you remember something 
you heard in the cave. Turning, you address the trees 
and ask why, if they have such distain for humanity, do 
they not recognise their own beginnings, planted by a 
human?’ 


‘What do you know of our origin?’ A tree sneers. This 
forest has stood for a thousand years. The whispers 
we hear on the leaves tell us more about the world in 
a passing moment than you could possibly learn in a 
lifetime. Our knowledge is beyond your understanding! 
What gives you the right to speak to us this way? 
What makes this request of yours so special?’ there's a 
dangerous murmur amongst the trees and you wonder 
if you've pushed them too far. 


Will you quickly leave the clearing, before they change 
their mind (turn to 233), or press on with your speech 
(turn to 82)? 


176 


‘You are a plague! No face or path the same, trapping 
all in your tangled web!" 


Something unnatural is standing right behind you, it's 
breath on your neck. You dare not look. Oh, how you 
wish to be facing Raiders and Fang Hounds now! 


‘Devoured, so many times. Yet here you stand, again 
and again. Vexing!' you reach out and hold the table 
to stop yourself falling, a small whimper escaping 
your lips. 'I would kill you now but what's the point? It 
seems were both trapped in this moment. Go, curse 
you! the voice hisses. 


Stumbling forward, a passageway opens in front of you 
and you all but sprint — out, out, into the light and the 
forest. 


Sweating heavily, you stumble over a tree root and fall 
face first into a patch of grass. The sweetest grass 
you've ever smelt in your life! After a few moments you 
sit up and find your sword resting next to you. 


Somehow, you've faced an unspeakable horror and 
lived! Add 1 Reputation Point to your Adventure Sheet 
(tick the unspeakable horror box) and make a note of 
the code word BOLDE - this code word is permanent 
and remains on your adventure sheet, even if you start 
a new adventure, with a new character. If you already 
have it written down, you don't need to add it again. 


In the distance you hear the Raiders and hounds once 
more. You make out angry voices and you know it 
won't be long before they backtrack, realising they've 
somehow missed you. You stand on wobbly legs and 
make your way back down the path and soon find 
yourself back where you started! 


Will you push your way through the undergrowth in 
front of you to lose them (turn to 57), or turn right 
towards the stream (turn to 234)? 


177 


A ‘thunk!’ and a flurry of bolts embed themselves in the 
crab's chitinous hide. 


The lizardman looks around and in that moment you 
rush forward. But the crab has seen you and with 
lightning speed a claw darts down and picks you up 
with ease. 


When the claw closes, you fall to the ground. In two. 


Your adventure ends here... 


178 


The orc looks confused and is about to draw her 
sword when one of the group, a very short goblin with 
half-moon spectacles perched on its nose, whispers 
something in her ear. 


‘You'd best find your friend the elf, she's searching high 
and low for the village. If you know where it is, maybe 
tell us and welll let you go without giving you a cuff 
around the ear. 


Will you draw your sword (turn to 148), or point them 
in the opposite direction of the village (turn to 196)? 


179 


A Raider manages to grab your collar and pull you 
around to face him, but his face turns from anger to 
confusion, and he lets you go. What's going on? 


Then you hear a voice in your head. ‘My orc shaman has 
cast a spell of cloaking,’ you recognise the voice of the 
Ore Chieftain! ‘For my child, for my people and for our 
forest. Do what must be done.’ 


You push on through the throng of bodies, one thought 
on your mind — reach Azrek. The Raiders continue to 
ignore you as you move through their ranks. Then with 
a gasp, you fall through the last of the rabble and find 
yourself face-to-face with Azrek himself! 


He turns, confused, then waves a hand, the magic 
dispelled. 


Turn to 28. 


180 


A small group of Raiders are cursing angrily looking 
for their missing hounds and not at all happy about 
getting their boots wet! Turning the corner, they spot 
you. 
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If you wish to use your sling before they reach you, roll 
two dice, if you roll under your luck, your stone hits 
the first Raider (reduce their health by 2). If you roll 
over, the stone goes wide. 


Fight them one at a time. Bestiary bonus applies. 
RAIDER TRAPPER - Attack 7 - Health 8 
RAIDER HANDLER - Attack 6 - Health 7 
RAIDER SCOUT - Attack 7 - Health 8 


If you win, another blast of that accursed horn and you 
realise that rest isn't coming soon. With no choice you 
run towards the waterfall. The sound of Raiders feet 
splashing behind you. Turn to 63. 


181 


You stop running. It's suddenly gone very quiet. No 
Raiders, no whistles, no birds. Something is amiss. 


Instinctively you duck as a barbed pincer scythes 
through the air and grasps the tree trunk in front of 
you, narrowly missing your head. Unfortunately, a stray 
branch sheers off and bounces off your skull (lose — 2 
Health). 


The crab screams and wrenches its arm back and forth, 
trying to free the claw. 


Will you take advantage of the situation and attack the 
crab (turn to 87), or run for your life (turn to 236)? 


182 


You spy a small thicket of brambles nearby and walk — 
towards them. Brin and Simep exchange glances. 


Instinctively you prick your finger on a barb and then 
wait. The brambles rustle and you call out to Briar. 
Within moments a spiky head grows up through the 
top of the thicket. ‘Friends!’ Briar says, 'How can | help 
you?’ 


Brin smiles and steps closer. ‘Hello Briar, it's good to 
see you. We could really use your help.' They exchange 
pleasantries, then Brin looks at you. 


Thank you for bringing Briar into our fold. Her help will 
be invaluable in strengthening our defences. For now, 
I'd really appreciate your help with the others. Who will 
you travel with?’ 


Add 1 Reputation Point to your Adventure Sheet (tick 
the village defences box). Now, will you offer to go 
with Ivak and Korvin (turn to 69), or travel with Pip 
(turn to 17)? 


183 


You hold up your hands and tell them you have a plan. 
There are cliffs nearby and you think you can lead 
Skarn towards them. After all, he hates you. 


The others glance at each other and some unspoken 
communication takes place. Then Ivak looks at you and 
shouts. 'Go!' 


They melt away into the trees leaving just you and the 
troll. Skarn, fully recovered, looks at you with hatred in 
his tiny little eyes. 


With surprising speed, Skarn moves towards you, 
hands outstretched, intent on squeezing the life out of 
you! 


You turn and run, leaping over small bushes and tree 
stumps. Slapping away tree branches. The troll is nearly 
on you, but a dense patch of forest is your salvation. 


Leaping between two gnarled old trees, you slap dry 
branches out the way and keep running. There's a howl 
of rage from behind, followed by the splintering of 
wood as the troll desperately claws at the bark to get 
through to you. 'Skarn kill human!!' he roars. 


You run towards the cliffs. Turn to 136. 


184 


‘You saved the centaur. Their army is yours for the 
asking. But we need to send you back to that day, and 
another moment, to save another. Your physical form 
has already adapted itself to time travel, your family 
luck has seen to that. Of course, it's not without risks. 
You could still get lost in the oblivion. 


Before you can object, Wenna weaves her arms, the 
room darkens and from nowhere lightning strikes you! 


Make a note of this section number (184) then roll one 
6-sided die. 


e Ifyou roll a 1, turn to 102 in issue one. 


* If you roll any other number, turn to 138 in issue 
one. 


IMPORTANT - when you have completed your task, 
add the number you are given in issue one to this 
section number (184) and return to the new section in 
issue two. 


185 


Disaster! A sharp edge on the breastplate tears the 
skin of the wyrm as you pull it out causing it to shriek 
in pain. Blood gouts from the wound and her stomach 
convulses, causing muscles to contract at a great rate, 
crushing you instantly. 


Your adventure ends here... 


186 


You are standing in a tower. Where has Ograch sent 
you? In front of you are the two cowled scribes who 
were following the king, you still cannot see their 
faces. One holds up a parchment with a drawing of a 
house on it. The other holds up a drawing of a letter. 
What can it mean? 


And then you're falling back through time... add 37 to 
the number you came from and return from whence 
you came... 
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Wenna stares at you and takes a deep breath. ‘Long 
ago, long before | found myself here, | was in love. My 
betrothed was also my teacher. A mage by the name of 
Corle Blackstar. She taught me 'the art!!! Wenna smiles 
and raises her hands. You watch as sparks dance from 
one finger to another. 


‘We were competitive, she and I. Our passion pushed 
us further and it wasn't long before our skills were 
evenly matched. Then it became a race. Who could 
discover the most powerful artifact, the most cursed 
idol. Our love spurred us on to greater discoveries, 
playful attacks that tested our defences. Then 
something changed. Love turned to... animosity? 
Suddenly our discoveries were no longer a game but 

a fight for survival. A search for greater defences and 
weapons before one of us killed the other,’ Wenna 
pauses, clearly this is painful for her to recall. She 
forces a smile. Anyway, as you can see from my 
appearance and incarceration, | lost. Corle beat me, 
smashed through my mystic defences with something 
newly discovered. | thought she would kill me. But that 
would have been too easy. Instead, she banished me 
here, out of time and reality. A reminder of her victory, 
and my failings...’ 


A pained look crosses Wenna's face. The vines 
attached to her retract and she slowly rises and 
disappears into the cavernous gloom above. 


‘Don't mind the mistress, she don't like to think about 
what ‘appened, just give her a moment.' The voice you 
heard before says. 


‘She'll get to the point soon enough, don't you worry 
about that! a second voice chimes in. 


You look around for the source of the voices but see 
no-one. In fact, the only other thing in the cave is a 
plain wooden shelf with two misshapen rocks on it. 


‘Yep, that's us, well done! We are the Mystic Stones. 
You will have heard of us! one of the stones says to 
your surprise. 


Do you have the code word ASCAN? If you do, turn to 
198, otherwise turn to 66. 


188 


'Hello friend!" the voice purrs. Thorns unwind and gently 
bob towards you. 'You are my friend, aren't you?’ the 
brambles sway dangerously closer... 


Will you beat them away with your sword (turn to 135), 
wait to see what happens (turn to 84), or look for a 
way out (turn to 193)? 


189 


Brin smiles as you tell your tale. 'Don't worry, you're 
the first to ever leave the Parliament alive. That's 
something! Maybe if you die and go back, you'll 
convince them next time.’ i 


You sense his disappointment, but there's really 
nothing more you can say. 


'We have better news! explains Simep. As you can see, 
the orcs and centaurs have answered the call and their 
advance party is here,' she gestures to them, and they 
nod in your direction. ‘And... the air elementals will aid 
us. All will be here by dawn. 


Korvin and Ivak also nod in your direction before 
returning to a conversation they're having with Pip. 


Add Air Elementals as a Friend of the Forest on your 
adventure sheet. 


'| suggest we all get what little sleep we can.’ Brin says. 
‘It'll be light in a few hours, and we have a battle to 
win.’ 

As you make your way to your hut, Simep approaches 
and puts an arm on your shoulder. Turn to 59. 


190 


Pip nods and you both sprint around the treeline in 
opposite directions. So far neither the crab nor the 
lizardman have seen you. 


As you approach the side of the crab you notice, to 
your dismay, a small army of Raiders marching behind 
it. You assume that Pip has seen them too. 


You're wondering what to do when you hear a ‘thunk! 
as a crossbow bolt embeds itself in the hard shell of 
the crab. Instantly the lizardman pulls on the reins and 
the crab swivels around with surprising speed in the 
direction of Pip, exposing its flank to you. 


Will you use your sling to distract the lizardman (turn to 
168), or run forward and attack the crab (turn to 177)? 


191 


You duck under a ham-like fist and thrust up with your 
sword. 


Roll two dice. If you roll equal or under your Luck turn 
to 156, if it's over, turn to 49. 


192 


Ignoring Mungo, you take a swing at a particularly 
gnarled looking tree. Your sword bites deep and chunks 
of bark fly off. You take another swing, and everything 
goes still. 


"Il ask again, what are you doing?’ Mungo says in a 
hushed whisper. 


You shout out to the forest and demand your friend is 
returned. More silence, then with lightning speed, vines 
wrap around both your arms and legs, and you find 
yourself pulled tightly against a tree trunk. 


A voice, next to your ear whispers unpleasantly. ‘Why 
are you any better than the Raiders? Cutting and 
gouging, taking and destroying. So mindless.’ 
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You can barely move, but just about manage to 193 

turn your head slightly, coming face to face with a 

grotesque mask, carved from the wood itself. The brambles form a solid circle around you, but to 
your left the wall of thorns is only at waist height. 
Despite your exhausted state you think you could jump 
it to freedom. 


Will you apologise and ask for your friend back (turn 
to 75), or apologise and ask what you can do for the 
forest (turn to 44)? 
Will you attempt the jump (turn to 36), or wait to see 
what happens (turn to 84)? 
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194 ‘No-one can stop me. I am Azrek. | am unstoppable!’ 
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Azrek screams and runs forward, two glowing daggers, 
one in each hand. He means to finish you personally! 


AZREK - Attack 10 - Health 12 


Every third attack round (so round 3, 6, 9 etc), Azrek's 
daggers glow with an unearthly light. If he wins that 
round, take 3 damage instead of 2 (or 6 if he wins and 
gets a critical). 


If you win, turn to 61. 


195 


‘We didn't really plan it,’ says Ivak. 'But when you're 
working the caravans you spend a lot of time in silence, 
trudging along, waiting for enemies to attack; he 
pauses. ‘Korvin never really said much, which suited 
me. Same goes for him. We bonded over our lack of 
communication.’ 


Trackers who talk too much don't tend to live very 
long. Ivak is one of the best,’ Korvin confirms. 'Now be 
quiet, we've got work to do.' 


Korvin raises a hand and both he and Ivak crouch 
down. You do the same. 


‘The smoke is coming from a clearing a mile north. 
There's a big Raider camp and | can smell a lot of 
orcs...' lvak sniffs. '...and some very large trolls.’ 


Do you have the code word BRAWL? If you do, turn 
to 241 now. Otherwise turn to 58. 


196 


You tell them about the large barricades and the troll 
sentries patrolling the perimeter and how you barely 
got out with your life. They stare at you in silence fora 


beat, and you wonder if you've laid it on too thick. Then 


the orc warrior laughs. 


They'll fall before the might of the Raider empire!’ she 
scoffs. About your business, human! 


The Raider group leaves (in the wrong direction), and 
you breath out a sigh of relief. Turn to 78. 


197 


Skarn sits up and with surprising speed lunges at you. 
You dodge his clumsy attack and once again you are 
locked in battle. 


A heavy blow to your head sends you reeling, and a 
Raider barks a laugh from behind you. You stumble 
forward into the waiting arms of Skarn. 


‘Jam!’ he rumbles. 


Your adventure ends here... 


198 


The voices are familiar, and then it hits you. The Mystic 
Gnomes! The two reprobate Raiders who wasted your 
time in Fang Mountain and, as a consequence, nearly 


caused the downfall of reality. You angrily ask what 
happened to them? 


‘Well, that's another long piece of exposition, isn't it, 
Alf?' Burt says. 


‘Not really, Burt. We escaped the destruction of Fang 
Mountain and got pulled into this reality by Wenna 
who turned us into rocks so we wouldn't run away.’ Alf 
explains. 


‘Hmmm, you're right, it's not that long a story, is it? 
Well, as you were, Wenna will be back down soon, we'll 
talk later! Burt says conspiratorially. 


Turn to 7. 


199 


Legs and feet everywhere, churning the grass to mud, 
you slip and slide but can't get anywhere, you start to 
panic as you find it's impossible to move or stand when 
rough hands grab you and haul you to your feet. 


A Raider stares angrily at you and some of his friends 
are starting to turn in your direction. You headbutt him 
and he stumbles back. Turn to 179. 


the final battle 


200 


(remember to save your progress 
and your adventure sheet) 


You can't sleep and after tossing and turning for a few 
hours you decide to get up. Outside, it's still dark and 
Brin is directing orcs and centaurs on various errands 
around the village. Seeing you, he approaches. 


‘We have scouts out, but no-one has seen any sign of 
the Raiders since yesterday. It seems they've pulled 
back,' Brin pauses, chewing his lip. 'I have to ask. Are 
you sure they're going to attack in a few hours? What 
do you remember?’ 


You stop and think. What don't you remember? 

So many different timelines, all criss-crossing and 
converging. Certain points are fixed and always 
happen. Other events, rarely, but just as important. 
One thing that is the same, you tell Brin, is the Raiders 
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attacking after dawn. They appear from nowhere and 
overrun the camp. In minutes, everyone is dead. 


Then we'll be ready, he says. You offer your 
condolences for Simep but he shrugs and turns away. 


A centaur approaches and bows low before you. Thank 
you for saving my daughter. Dahli told me of her rescue 
from the Raider camp. | can scarcely believe it, such 
bravery against the odds, you are a true warrior! | hope 
my people can repay the debt we owe you today, in 
Raider blood.' The centaur bows again and joins his 
fellows strengthening the defences on the edge of the 
village. 


The sun is starting to rise, sending long shadows 
across the camp. Turning to the treeline you see a 
familiar figure. The Maiden. You feel no fear and watch 
as she turns and looks at you but doesn't point her 
finger this time. Instead, she slowly fades away. 


If you have the code word BEAST, add +22 to the 
number you were given and turn to that new section 
number. If not, read on. 


It's time. You draw your sword. Others are readying 
themselves. 


Will you seek out Korvin and Ivak (turn to 235), Mungo 
(turn to 129), or Pip and Brin (turn to 140)? 


201 


The lizardman cries out as the stone finds its mark on 
the back of his neck and he twists the crab around in 
your direction. Reining the crab forward, you see the 
terrible power in its claws up close. One snip and it 
would be the end. 


Involuntarily you step back further into the forest, 
seeking the protection of the trees. Then the lizardman 
screams in pain as a crossbow bolt thuds into his upper 
arm. He twists around and returns to looking in Pip's 
direction. Behind him the Raiders are on high alert, 
swords drawn and looking for you. They begin to fan 
out and some enter the forest. 


Just then Pip is at your side. 'Come on! We've bitten 
off more than we can chew here. We need to run! You 
don't argue and flee after Pip. Turn to 117. 


202 


Desperately you pull at the claw when suddenly it lets 
you go. How had you got this high? You spiral to the 
ground and tumble down through the trees, branches 
barely cushioning your fall as you land with a sickening 
crack. Turn to 154. 


203 


You run forward, shouting a battle cry. 


‘You cannot stop me!' he screams 'No-one can stop me. 
| am Azrek. | am unstoppable! 


Do you have Geralt the Wyrm ticked as a Friend of 
the Forest on your Adventure Sheet? 


If you do, turn to 134, otherwise, turn to 194. 
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204 ‘You thought | wouldn't notice you 
meddling in time, Wenna?’ 


204 


You make your way to the alcove just in time to see 
Wenna ‘lightning bolt’ your former self back in time. 
She looks up, surprised to see you, then smiles. 'You 


did it! 


The cavern shudders and cracks in two throwing you 
both to the ground. 


‘You thought | wouldn't notice you meddling in time, 
Wenna?’ a voice booms. 


For the first time, Wenna looks terrified. ‘Quickly! 
Wenna says and starts to weave her hands, but before 
your eyes she's ripped in two by an unseen force. 


The game is over little one. Oh, what trouble you've 
wrought,’ Corle's voice echoes disapprovingly around the 
chamber. ‘Shall | kill you quickly or slowly?’ she ponders. 


Something tugs at your foot, looking down you see one 
of Wenna's vines gently pressing against your leg. Then 
a crackle of power shoots through it, into you! The 
cave disappears and you find yourself falling once more 
through time... but this trip wasn't planned, and you 
find yourself buffeted this way and that in the oblivion, 
your thoughts and memories ripped from your head. 
You cry out in agony and then all is darkness... 


You have been sent back in time! Turn to 1 and start 
your adventure again. 


You may keep any reputation points earned — 
everything else is reset to what you had at the 
beginning of section 1. Any code words beginning 
with 'B' are removed but keep any permanent 'B code 
words (marked with a P). If you have the code words 
BONDE and BASES - cross them through, but keep 
on your adventure sheet. 


205 


'So predictable.’ The voice almost sighs. A fear so great 
washes over you, stopping your heart instantly. 


Make a note of the code word BADLY on your 
adventure sheet — this code word is permanent and 
remains on your adventure sheet, even if you start a 
new adventure, with a new character. If you already 
have it written down, you don't need to add it again. 


Your adventure ends here... 


206 


‘Follow me" Pip instructs and you scurry between tree 
stumps and long grass, ducking down and hiding where 
necessary to avoid Raider patrols. 


Pip creeps around a small patch of brambles, pauses 
and sniffs the air, then makes a run for a copse of thick 
elderclaw trees. Together you avoid any more Raiders 
and head back to camp. Night is falling when you make 
out the familiar silhouettes of the rough-hewn huts in 
the village clearing. 


Turn to 122. 


207 


‘Leaf is a dear friend of mine, your meeting with him 
warms my heart. Your trust and kindness are a balm in 
these dark days.' the voice pauses. 'I am Briar. When 
you need me. | will stand with you.' 


With that, the brambles slowly part and a path 
appears, guiding you back into the forest. Standing, 
you thank your mysterious new friend and leave the 
safety of the circle. 


Add Briar as a Friend of the Forest on your Adventure 
Sheet. 


The forest is quiet here and the Raiders are nowhere 
to be seen. Making your way around ancient, gnarled 
trees, it's not long before you decide to stop for a rest 
against a large rock. 


Then your heart sinks as you once more hear the 
familiar sound of barking hounds and angry Raiders. 
You stand on wobbly legs and stumble down the trail. 
It's not long before you hear running water. 


Turn to 234. 


208 


The tunnel starts to shake violently and small rocks 
ping around you. Something big is coming down the 
tunnel. And fast! 


The glowing orb gets brighter and illuminates a giant 
wyrm spiralling towards you. You tense and close your 
eyes, but when nothing happens you open them to see 
the creature has stopped inches from you. 


Jagged teeth ring its open maw, and they pulsate 
with every foul breath it takes. From this angle you 
can see down its throat and all the undigested food 


trapped there. You make out a small rabbit, a sapling, 
and the head of a fang hound. How many people have 
witnessed this very sight and lived? 


'Hello, friend,’ A voice from the orb says ‘It's nearly 
time for me to go, the orb's power is waning...’ you 
recognise the voice, it's Briar. 'You're near your goal, 
but | need something from you first.’ Briar pauses. ‘It 
requires a leap of faith. What say you?’ 


Will you agree (turn to 10) or politely decline (turn to 
70)? 


You're about to decide when Briar interrupts your 
thoughts. 'I should point out, if you don't, you'll most 
likely get eaten. Sorry.’ 
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209 'So predictable! Let us end this dance, killer 
of Zandok! 


209 


Jumping over bodies and dodging blades, you harry 
your way to the edge of the village. The battle is brutal 
and heavy casualties are being taken on both sides. 
The robed figure is disappearing deeper into the forest, 
and you follow, slipping around trees and ducking 
under low branches. You pass the portals, many of 
them, all disgorging Raiders, eager for blood. They pay 
you no heed as you move away from the action, so 
intent, as they are, on the village and the combined 
armies of orcs and centaurs. 


There's a flash of robe disappearing behind a large 
boulder, but as you step around the rock you come 
face-to-face with three lizardmen, all brandishing 
studded whips and leering in your direction. Behind 
them, the cowled elf laughs. 'So predictable! Let us end 
this dance, killer of Zandok!' 
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The three lizardmen surge forward, fight them one at a 
time. Bestiary bonus applies. 


LEERING LIZARDMAN - Attack 8 - Health 8 
SADISTIC LIZARDMAN - Attack 6 - Health 10 
BRAVE LIZARDMAN - Attack 7 - Health 7 


If you win, roll two dice. If you roll equal or under your 
Perception turn to 56, if it's over, turn to 37. 


2 210 
She chuckles, a sound not unlike a babbling brook. 


‘You are welcome,’ she beams. 'l've been hoping you 
would find me. The Witch spoke of your coming in 

my dreams — 'The one who broke Fang Mountain 

and let the Raiders loose is in our forest:' she holds 
her hands up. 'Yes! Yes! | know you saved us all, and 
we are grateful. But there have been unforeseen 
consequences, she pauses gravely. ‘Consequences 
with responsibilities. For you. Now come, the villagers 
will want to meet you. Follow the water and you'll find 
them. We will see each other again, | am sure.’ 


And with that she melts back into the river, leaving you 
alone. Add Water Elemental as a Friend of the Forest 
on your Adventure Sheet. 


You wonder if you should follow the river when you 
notice a grass snake made entirely of water glide 
through the muddy grass towards the trees. Intrigued, 
you decide to follow. The snake seems to know where 
it's going and moves at a fair pace. After an hour 
wending your way through the dense forest, the trees - 
open out on a small clearing. 


The snake turns and looks at you, then melts into the 
grass, it's job done. 


Turn to 50. 


211 


You explain how the Raiders are already pulling up the 
forest outside and the carnage that will be wrought 
tomorrow if the parliament of wood doesn't step in. 


'You don't understand, human.' A tree sneers. 'This 
forest has stood for a thousand years. Others have 
tried to cut us down. Raiders have tried to take our 
wood. They've failed. Every time. What makes this time 
so special, apart from your own imminent deaths?’ 


Do you have the code word BONDE? If you do, turn 
to 82. Otherwise, read on. 


‘Please,’ says Briar. 'l am of the forest outside, my 
friends from the village are also from the forest 
outside. They ask nothing of you except help in 
repelling the Raiders. You have been safe for a 
thousand years because of us. We have been hurt 
and cut down and destroyed because our trees and 
branches are the first they see. If you sit back and 
watch us destroyed, they'll be no-one to defend you 
when the Raiders arrive at your border. And they will! 


There's a murmuring around the clearing and you think 
Briar's impassioned speech may have convinced some 
of them. But. 


‘The Raiders won't destroy the forest outside, they only 
want that one! a tree branch points at you, 'Don't think 
us isolated, we hear all on the wind. When that one 

is dead and the Raiders have the village, they'll leave. 
Why would they not?' the same tree argues. 


‘Because Fang Mountain is gone, and they'll gouge 
this forest out of the earth to make a new home for 
themselves! Mungo jumps in. ‘It might not be today or 
tomorrow, but they will exhaust the forest outside and 
turn their gaze on you! 


Mungo looks at you and Briar as the trees quietly 
discuss what they've heard. 


‘Rest if you can.’ Briar says. A decision from the 
parliament is rarely quick.’ 


You sit down in the mud with a sigh and wait. Turn to 
113. 


212 


‘lam a product of my environment,’ explains Wenna, 
waving her hand around the cave. 'Human, once, 

but since my incarceration I've learned to adapt to 
my surroundings. This cave has kept me alive and a 
prisoner at the same time.’ Wenna sighs. 'Corle's sick 
joke. This place is a part of Fang Forest. A forest | 
originally planted! 


Make a note of the code word BONDE and turn to 
187. 


213 


‘What!?!' Azrek's face displays utter confusion at your 
last sentence. 'What does that even mean?’ 


An arc of blue light flies from his outstretched hand 
towards you! 


Roll two dice. If you roll equal or under your Agility 
turn to 89, if it's over, turn to 165. 


214 


Did you succeed? If you did, turn to 13. Otherwise, 
turn back to 184 and try again. 


215 


You set your sights on the back of the lizardman, but 
at the last minute you change your mind and aim at 
the gap in the crab's headplate. The crab is straining 
towards the trees, revealing a large gap between its 
armoured plates. 


The stone flies true and embeds itself in the soft 
flesh. With a cry of pain, the crab rears up, causing 
the lizardman to pitch backwards. Twisting this way 
and that, the crab's beady eyes swivel around, looking 
for an enemy and spots the small phalanx of Raiders 
following behind. And in a blind rage, attacks! Terrible 
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claws open and slash down, scooping up Raiders and 
snipping them in two with ease. You step back in horror 
and bump into Pip, equally ashen faced. 


Thank you, | thought that was me done. Let's get out 
of here! Pip grips your arm and you both turn and run. 
Turn to 117. 


216 


You lose track of time as you fight foe after foe, their 
faces blurring into one. You have a momentary respite, 
surrounded by centaurs, who share a healing potion 
with you (restore +8 health now or save it for later), 
before you pick yourself up and face the Raiders once 
more. 


All around is chaos, people screaming and barking 
orders that no-one seems to follow. More than 

once you've accidently hit one of your allies as you 
automatically attack anyone that gets in your way. 


Exhaustion is seeping into your bones and quite by 
accident you find yourself next to your friends — Brin, 
Pip, Korvin, lvak and Mungo — back-to-back, fending 
off ever more desperate Raiders as they continue to 
emerge from portals surrounding the village. Sending 
your allies back into an increasingly smaller space. 


Everyone is tired and your numbers are falling. Both 
orc and centaur armies have suffered terrible losses. 
All seems hopeless, but then, through the riot of 
bodies, you spy Azrek on the other side of the village 
clearing, surrounded by Raiders as he casts terrible 
magic at your allies and barks orders at his minions. As 
if reading your mind, Brin leans over. 'If we can remove 
him from the board, this game is won!’ he shouts 
across the screams of the dying and the clash of steel. 


Do you have the Parliament of Wood as a Friend of 
the Forest on your Adventure Sheet? If you do, turn to 
127, otherwise, turn to 145. 


217 
One slip and the baying Raiders will be on you! 


Roll two dice. If you roll equal or under your Luck turn 
to 2, if it's over, turn to 124. 


218 


Ahead of you, light! It's a break in the trees and 
possibly the cliff edge? 


'Skarn smell you, human. No escape! the troll yells as 
his massive frame tears through two trees behind you, 
wrenching them out of the ground and bending them 
sideways. Legs pumping, you run faster. 


If you have Briar as a Friend of the Forest on your 
adventure sheet, turn to 136, otherwise turn to 27. 


219 


You grab the claw as it lets go of the broken centaur. 
You feel a shiver of annoyance throughout the crab's 


body, and it flicks its pincer in an attempt to get rid of 
you. 


Roll two dice. If you roll equal or under your Agility 
turn to 83, if it's over, turn to 39. 


220 


The orc tenses as you reach into your backpack. When 
you produce the map and whistle, a short goblin with 
half-moon spectacles perched on its nose pushes his 
way to the front and takes them from you. 


The Raiders get into a huddled whisper, then the 
goblin with the spectacles returns to your side and 
hands back your map and whistle. 'Have you found the 
village?’ he whispers. 


Will you point them in the opposite direction of the 
village (turn to 196) or draw your sword (turn to 148)? 


221 


The four of you prepare yourselves, weapons drawn, 
hearing the trees splinter and fall as they're pushed 
over by something impossible strong. 


‘Turn you into...jam!' a deep grating voice bounces 
around the forest clearing. You know that voice! Out 
loud you find yourself saying ‘It's Skarn, the troll from 
Fang Mountain. And he really doesn't like me... 


Pip looks at you and you reply with a shrug, ‘Blood 
feud.’ 


Ivak and Korvin both groan and spread out while Pip 
climbs a tree and readies her crossbow, leaving you 
standing alone in the centre of the clearing. 


Will you stand your ground (turn 120), climb a tree and 
ready your sling (turn to 107), move over to lvak (turn 
to 8), or move over to Korvin (turn to 21)? 


222 


You sail over the thorns and land perfectly on soft 
grass the other side. 


‘Wait! My friend!" a plaintive voice wails. You run, not 
daring to looking back. 


Leaving the brambles behind you soon find yourself 
on an old game trail. Ancient trees tower all around 
you and small creatures scatter and hide as you tramp 
along. All is quiet and for the first time in many days 
you feel safe. You stop for a rest against a large rock. 


Then your heart sinks as you once more hear the 
familiar sound of barking hounds and angry Raiders. 
You stand on wobbly legs and stumble down the trail. 
It's not long before you hear running water. 


Turn to 234. 
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223 ‘You look wildly around, you have seconds!’ 


223 224 
Grabbing the body of the prone ‘crab’ Raider, you pull You grab a branch and snap it off. Then another, and 
him on top of you as the claw scythes down. It closes another. Suddenly the branches withdraw, and your 
on his body and without hesitation, flings it away. path ahead is clear. Except you can't move, your feet 


are held in place by vines. More vines wrap themselves 


ildl | 
Ue ape ands around your arms and you find yourself pulled tightly 


Rolling to one side you crawl to the treeline before against a gnarled old tree. 
the crab can attack you again. The lizardman howls in > i i 

; : A voice from tree whispers in your ear. ‘See how you 
anger and climbs back on his unusual mount. like it! 


Y th h t IT j 
Susunaincgithe tres Tunn AG Your adventure ends here... 
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225 


‘It good to see you again!’ says Patchwork Adam. 
‘Magnus would be pleased to see you still breathing. 
And you have better weapon... marginally...’ 


You smile and ask him where Lawrence is. His face 
instantly drops. 'Not here. Stayed in sewers, said 
important work to do. | do not argue. | get feeling to 
come here, some part of me from the forest. Return 
home.' He smiles again and slaps you warmly on the 
arm. 'We do good work here, fight Raiders.’ 


Turn back to 50 and read on. 


226 ‘Made in pain... So many parts... 


226 


Brin and your friends from the village join you. All 
around the armies of the centaurs and orcs are chasing 
down fleeing Raiders, dispatching them without mercy, 
exacting revenge for their heavy losses. 


Your friends don't want any part of the cold-blooded 
carnage, instead you stand together, exhausted, lost 
for words. The sudden realisation that you've somehow 
survived while so many have perished, a guilty squeeze 
on your conscience. 


You feel a spot of rain, then another. The cool water 
runs down your face and you close your eyes. 


Brin nudges you as Adam steps from the trees and you 
realise that you've not seen him at any point during the 
battle. A thought felt by others in your group, based on 
their expressions. Where has he been? 


Adam smiles and steps forward, seemingly unscathed 
by the battle, except his hands, which are drenched in 
blood. 


‘Made in pain.' Adam says clearly, his voice sounding 
different, but familiar... 'So many parts. Some of them 
belong to me.’ 


The world stops, frozen in time, except for Adam and 
yourself. He steps closer, through the unmoving rain 
drops, suspended in mid-air. 


'Wenna had her puppets, but then so did I,;' Corle says 
through Adam. 'He was my creation. A hand here, an 
eye there, all sewn into something new. ' 


Will you take a step away from your friends and draw 
Corle/Adam away (turn to 74), attack Corle/Adam 
(turn to 99), or ask Corle/Adam why her hands are 
covered in blood (turn to 52)? 


227 


The Roc is flying higher as you try and pierce its soft 
underbelly. But the bird is clever and with its free claw 
it grabs your sword and wrenches it out of your hand, 
flinging it over the canopy of trees below (remove your 
current weapon from your adventure sheet). 


With a satisfied screech it lets you go, and you tumble 
down through the trees, branches barely cushioning 
your fall as you land with a sickening crack. Turn to 
154. 


228 


Stowing the jar in your backpack, you sit on the edge 
and start to ease your feet down to the nearest rocky 
outcrop. You've never feared heights before, but your 
heart is beating fast and despite the cool breeze, your 
hands are sweating. 


Your heels are comfortably on the ledge, but that's 
about it! With your back pressed firmly against the 
rock wall you start to crab sideways. 


Was this a good idea? One wrong step and it's a long 
fall. 


Roll two dice. If you roll equal or under your Agility, 
turn to 29. If it's over, turn to 121. 


229 


At the back of the cave is a small alcove with a bed 
made from leaves and vines. Wenna beckons you over 
and asks you to lie down. 


‘There was a key moment when you left Winterheart. 
One choice had to be made. But what if you could do 
the impossible? What if you could travel back and save 
the orc and the centaur?’ Wenna ignores your puzzled 
expression and carries on. The alliances you could 
have made that day would have created a devoted 
army. One that would smash the Raiders and draw out 
Corle. By destroying their leader, Corle would have no 
choice but to seek vengeance!’ Wenna pauses, ‘Azrek 
is Corle's pawn, she has manipulated him from the 
day he was born. Giving him the power to reanimate 
Zandok, opening the void and sending a raiding party 
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to destroy your farm....' Wenna's voice fades and she 
turns from you. 


You feel dizzy as those final words sink in. Suddenly 
everything you believed in is turned on its head. The 
peace you'd made with yourself, brutally ripped away. 


Wenna's voice cuts through your thoughts. 'Help me 
destroy Corle and find real peace for your family. What 
do you say?’ 


Will you say ‘yes, I'll help you,’ (turn to 23), or ‘no, this 
is madness.’ (turn to 163)? 


230 


Darkness and a.... rumbling...? You're knocked off your 
feet by something large and fast. It's soft and warm, 
why is that. Have you been eaten!?! 


Your adventure ends here... 


231 


'Ha! That's good! You have a wonderful sense of 
humour!" Corle/Adam grins. 


And with that Corle/Adam restarts the world, but not 
with you in it, an unspoken spell sends you spiralling 
between realities. You fall through unexplainable 
landscapes before landing with a thud in a familiar 
cave. 


'Oh no, not you again!’ Burt says. 


Turn to 86. 


232 


Deeper into the forest you run. Where is the cliff. As 
things get darker you realise you've taken a wrong turn. 
Pausing for breath, you stop and turn, looking around 
wildly, but everything looks the same. Where are you? 


A giant hand closes suddenly over your head. ‘Found 
you, huummmaaan!' Skarn chuckles. 


Your adventure ends here... 


233 


All is quiet in the forest. As you make your way back, 
you encounter no Raiders, and you guess it's midnight 
by the time you return to the Village. 


Brin and the rest of the village are waiting for you, 
along with a small delegation of orcs and centaurs, 
quietly conversing among themselves. 


Do you have the Parliament of Wood as a Friend of 
the Forest on your adventure sheet? If you do, turn to 
85. If not, turn to 189. 


234 


Maybe the water will throw them off your trail? You've 
tried everything else! 


Splashing through a stream, it's not long before the 
channel deepens, and you find yourself up to your 
knees in fast flowing water. You steady yourself on 
small but slippery rocks. 


A shrill blast of a horn behind you and the barking 
intensifies, you were hoping they would lose your 
scent, but these Raiders are tenacious! 


Will you stand your ground and fight (turn to 72), or 
keep running — up ahead you can hear a deep roaring 
which sounds like a waterfall (turn to 63)? 


235 


Korvin and lvak give a curt nod in your direction. 

‘A pleasure to die with you today.’ lvak says. Orcs 
and centaurs mill around you, some sharpening 
weapons, others joking and trying not to show their 
apprehension. 


Then a shout goes up which is carried from scouts and 
runners throughout the village — ‘portals! — and then 
you realise, along with everyone else, just how the 
Raiders managed to arrive so quickly and undetected. 
Magic. 


Large trolls emerge from portals on all sides of the 
village and crash through the defences, volleys of 
arrows barely slowing them down, followed by orc, 
goblin and human Raiders. Rushing through the gaps 
towards you and your allies. 


Korvin screams a battle cry, and you surge forward 
with everyone else. The knot of fear in your stomach 
tightens as you face your first foe. 


SCARRED RAIDER - Attack 7 - Health 8 


If you win, with no time to think, you parry a blow from 
another Raider who steps on and over the body of his 
fallen comrade. 


DESPERATE RAIDER - Attack 8 - Health 7 


If you win, roll two dice. If you roll equal or under your 
Agility turn to 248, if it's over, turn to 146. 


236 


There are some fights you cannot win, and this is 
one of them. Darting through the forest you hear 
the lizardman cursing behind you, but you don't 
stop to look. Each tree you pass takes you one step 
closer to freedom. You hear the familiar shrill call of 
a silver whistle, but it's off to the east. It seems your 
misdirection worked! 


Suddenly you're down on the ground, face in the soft 
earth. ‘Be still! Raiders are everywhere! whispers Pip in 
your ear. 


She rolls off you and crawls through the grass to a 
nearby tree stump and hunkers down behind it. You 
follow and do the same. 


‘Follow me! Pip instructs and you scurry between tree 
stumps and long grass, ducking down and hiding where 
necessary to avoid Raider patrols. 
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'| appreciate what you did back there, but you could 
have been killed! Taking on a lizardman and a giant 
homicidal crab was madness!’ Pip pauses. ‘Brin will love 
it! What a story!’ 


Pip creeps around a small patch of brambles, pauses 
and sniffs the air, then makes a run for a copse of thick 
elderclaw trees. Together you avoid any more Raiders 
and head back to camp. Night is falling when you make 
out the familiar rough-hewn huts in the village clearing. 


Turn to 122. 


237 


For the first time, doubt spreads across his pinched 
face. 


'No,' he whispers, then more confidently. 'No! You 
cannot stop me. No-one can stop me. | am Azrek. | am 
unstoppable!’ he screams. 


Do you have Geralt the Wyrm ticked as a Friend of 
the Forest on your Adventure Sheet? If you do, turn to 
134, otherwise, turn to 194. 


238 


You deflect the blade with your arm but take a nasty 
gash for your trouble (reduce your Health by — 2). 
However, your assailant is off-balance, and they 
stumble forward. 


You catch a glimpse and recognise... her! It's the robed 
elf you spotted earlier in camp. But you have no time 
to wonder who she is. Surrounded and with a moment 
of surprise on your side, you do the only sensible thing, 
run! Turn to 30. 


239 


Yes, you remember! The Mystic Stones warned you of 
the time loop, told you to focus on the village. Told you 
enough times until it wore a groove in your skull. 


And suddenly it all floods back, all the roads travelled, 
the choices, the deaths. You've witnessed it all (if you 
have the code words BONDE and BASES crossed 
through on your adventure sheet, you remember! Tick 
them again if you have them crossed through). 


‘Welcome to the village-' Brin starts to introduce 
himself, but you grasp him in a bear hug, knocking the 
wind out of him. Everyone looks surprised. You greet 
him warmly, happy to see he's still alive, and he seems 
surprised that you know his name. 


- 
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Then you greet everyone in turn and start to explain. 
It's a jumble to start with, so much to say. But you keep 
talking and soon get into the flow of things. You see 

a few sceptical faces but the level of detail you give 
soon start to erode their doubts. 


‘lf what you say is true...' Brin says, after you've 
finished, and silence rocks the camp. ‘Then tomorrow 
morning were all going to die a horrible agonising 
death. What can we do differently?’ 


You explain about your travels in time and your rescue 
of the orc and centaur. Add ore army and centaur 
army as a Friend of the Forest back on to your 
adventure sheet. 


‘So they hold the key. Hmm, we don't have much time 
to assemble an army...’ Brin ponders. ‘Korvin and lvak, 
you've had some dealings with the orcs. Pip, didn't you 
train with the centaurs?’ 


Korvik and lvak both nod. Korvin says. 'If this is true, 
then we'll go now, we can have the orcs back by 
nightfall. If it's all a lie, we'll gut you like a fish.’ lvak 
makes a cutting motion with his hand while looking at 
you. 


Pip sighs. 'For what it's worth, | believe you. I'll leave 
now, there's a centaur outpost a few hours from here.’ 


Adam steps forward. ‘Where did you meet the water 
elemental?’ You explain and Adam nods, then without a 
word leaves the village in the direction of the waterfall. 


‘So who does that leave?’ Mungo says. ‘And may | 
say, I'm glad we've done the whole forgiveness thing 
already! he adds. 


You look at Mungo, did you forgive him? Who can be 
sure in all the twists and turns. Besides, do you really 
have time to hold a grudge when you're all about to 
die? 


Do you have the code word BASES? If you do, turn to 
105 now. 


Otherwise, if you have Briar as a Friend of the Forest, 
turn to 93. 


If you have neither, turn to 12. 


240 


At the last minute you jump to the left, Skarn's 
momentum sees him stumbling on for a few more 
paces, ploughing through a small contingent of orcs 
before he turns, anger in his eyes. 
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‘We have to end this! Brin says, standing at your side. 
'He's killing our allies just by moving.’ 


He's right, and the blood feud you started suddenly 
weighs heavy on you. Rushing forward, you yell a battle 
cry and strike! Turn to 191. 


241 


You feel a warmth emanating from your backpack. 
Looking inside you find the jar that Briar gave you is 
glowing. Taplin must be nearby! 


'Hey! What's that?’ Korvin whispers harshly. 


You quickly explain about your meeting with Briar and 
his face softens. 'You've met a forest elemental. You 
have my respect. Pass it here.’ 


Korvin takes the jar and holds it up. As he moves 

it around it glows brighter, then fades. 'It's like a 
compass, follow the light and you'll find what you're 
looking for. Well go on! We can watch Raiders all day, 
it's our job and you'll only get in the way.’ 


They both seem relieved that you're out from under 
their feet and are already whispering strategies to 

each other about how best to approach the Raider 
army. 


You feel a small twinge of guilt, but you also want 
justice for Dran. Will you follow the light (turn to 147), 
or put the jar away and help the trackers (turn to 58)? 


242 


Ducking down you hear more curses from the Raiders 
above as they try and look down to see where you've 
gone, but in the push of bodies you're soon lost to 
them. But now you're in danger of being trampled to 
death! 


Roll two dice. If you roll equal or under your Luck turn 
to 199, if it's over, turn to 43. 


243 


The Roc flies higher but you grab hold tightly, unwilling 
to let go despite the best efforts of the bird to shake 
you loose. From below you can make out the hooded 
creature, Azrek, surrounded by a circle of Raiders. He 
looks up and sees you, and caring nothing for the loyal 
bird, fires an arc of green lightning from his fingertips, 
straight at the Roc, killing it instantly. 


Both you and the dead bird of prey spiral to the ground 
and you tumble through the trees, branches barely 
cushioning your fall as you land with a sickening crack. 
Turn to 154. 


244 
...darkness.... 


Turn to 149. 
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245 ‘You look around to consider your options...’ 


245 


The Raider's, engrossed in their tankards of rotgut, 
don't notice you, and you sprint across the open 
ground unnoticed. You've made it! 


You look around to consider your options... 


Then, carefully opening the small bottle, you pour the 
liquid along the bottom of the planks on the back 
wall. Within moments flames shoot up and catch the 
billowing cloth roof which 'whoofs' alight! The Raiders 
react instantly and are running back to their beloved 
Blacksmith when they see you. 


‘Zandok's killer! a particularly observant orc shouts. 
The cry goes up and carries back to the main camp. 


Time to run. Turn to 30. 


246 


You watch helplessly as the axe comes down. The last 
thing you hear is the cruel laughter of the Raiders. 


Your adventure ends here... 


247 


Ducking under the crab you swipe up with your sword 
but find nothing but hard shell. The crab, sensing your 
motives, scuttles quickly away leaving you crouching 
on the grass. Then, before you can stand, it moves 
sideways back in your direction, one claw reaching 
towards you! 


You hear a 'schlupp!' but the claw never closes on 
you... 


Forest of the Blood Witch EY 


‘Come on, let's finish this together!’ Mungo says, 
standing over the severed claw, a flaming axe in his 
hand. Where did he get that? Bestiary bonus applies. 


WOUNDED CRAB - Attack 10 - Health 10 


\ If you win, turn to 173. 


248 


instinctively you duck and an ornate dagger whistles 
over your head and hits a centaur in the leg, who rears 
up, knocking out a Raider in the process. 


Turning, you see a robed elf disappear into the forest. 
The robed elf you encountered at the Raider camp with 
Ivak and Korvin! Didn't you? Time has been filleted and 
shuffled. Who can know for sure? 
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Will you chase after her (turn to 209), or carry on the 
fight here (turn to 216)? 


249 


Racing between the trees, you dodge and narrowly 
miss a branch that flaps in front of your face. Ahead 
you see Briar, thrown from tree to tree. 'Heeelllpp 
meee, frrieeennd!' she shouts. 


More branches appear and block your path. You angrily 
turn but find yourself hemmed in by them. 


Will you attempt to break through the branches by 
snapping them off (turn to 224), or wait (turn to 133)? 
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250 TO BE CONTINUED 
.... — awake! ....-woken up, Burt! in issue 3: 
You open your eyes and woozily sit up. š 5 
‘You're alive! Burt, look! It's gonna be alright! Alf Corpsetide 
SAN tunnels of terror! 


Alright, alright, don't shout, I'm right next to you!’ Burt 
grumbles. 


You remember the loss of your family, and this feels Spend your Reputation points 


the same. There's an empty hole where your family luck now 
should be. 


'Uh-oh! Alf says. 'Looks like the spell holding this cave 
together is unravelling, now that Wenna is gone. It was 
only designed to ‘old her, you see.' 


Alf is right, the cave itself is fading away, leaving only 
stars and darkness behind. And then you're falling. 
Falling through nothing, and with a loud ‘pop! you find 
yourself lying on soft grass, surrounded by trees. 


‘We're back again, Burt.’ Alf sighs. 'I guess this is 
where Corle originally captured Wenna and now we're 
returned to the ‘scene of the crime’ as it were.’ 


You sit on the grass, lost. 


‘Oh, cheer up grumpy. You've survived. Corle and 
Wenna ‘ave forgotten you, like the insignificant thing 


that you are. You're free to go and do whatever you How many did you get? Find out what your reward is 
want! Most people who encounter them can't say that. below and add your new skills and bonuses to your 
Let them go and play their games with someone else!" adventure sheet and pat yourself on the back. You did 
The two stones are lying near you, and you decide to it 

pick them up, it would be cruel to leave them here * 4 reputation points — add 1 permanent point in 
(add the mystic stones to an item slot in your either luck, perception or agility. 

backpack). * 5 reputation points — add 2 permanent points 
You look around. These aren't just any trees. This is across luck, perception, agility and health. 

Fang Forest! You recognise the path leading away from But are you ready for... the tunnels of terror...? 

you, it goes to the Village. Maybe your friends are still 

here. 


Standing up, you stumble through the trees, but as you 
make your way, you see no signs of a battle. How long 
have you been gone? 


As you get to the clearing you see three armoured 
soldiers, wearing the crest of 'Seaport' — two crossed 
swords over water. They're looking in the ramshackle 
huts for something or someone, prodding everything 
they find with their swords. No-one else is here. 


One of them turns, sees you and, eyes wide, nudges 
his fellows. Then the first soldier fumbles with a 
satchel around his shoulder and brings out a scroll. 
You can just make out the word ‘WANTED! and 'THE 
DESTROYER! and what looks like a drawing of you. But 
that can't be right. Can it? 


Stepping backwards into the forest you feel the tip of 
a sword in the small of your back. 


That's far enough, Destroyer! the gruff voice says, then 
something heavy hits you on the head and you crumple 
to the ground in a heap. 
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Evolution of a cover 


My brief for Nerdgore was ‘lizardman 
laughing manically while riding a giant crab 
picking up and throwing orcs in its pincers. 
In a forest.’ Nice and straightforward. 


Rich did the rest and | just said 'yes' to all his 
suggestions. 


| couldn't be happier with the final cover! 
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Happy Birthday Brin! 


Brin is a long-lived character who I've been drawing in 
the small press for many years. In fact, this September 
marks the 30" anniversary since his first appearance 

in ‘Something Bizarre’ back in 1993. With the release of 
Talamander issue 2 in September 2023, it seemed apt 
to bring him back and celebrate his 30 years. 


Brin sort of fell into this adventure. | was looking for a 
strong character in the village and he started out as 

a placeholder, but4 enjoyed writing him so much, he 
ended up muscling his way in and | didn't want to take 
him out. 


Who knows, maybe he'll be back at some point? 
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